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ROOMNUMBER 


... Seeing ispeUeving 


TIME : 


0000 - 32^8 


PASSWORD: 


GOGO THE GHOST Arcade/Adventure 
150 different haunted castle chambers 


HEADACHE Arcade 

Nervous Ned’s quest to serve the Brain 


SCORE 615330 
ENERGY - 1 BY S COOK 


HIGH 010286 


CHICKIN CHASE Arcade 
Ruling the roost can be a hard life 


yII 11T T — - XXKXKKKXKXiHHBHiHBB 




icscscscscscscscscscsc 


CIRCUS CIRCUS Arcade 
Twenty circus rings to escape 


FIREBIRD SILVER CATALOGUE 

COMMODORE 64 

015 MR FREEZE Arcade/Strategy 

Six compartments, each tougher to de-ice 
017 BOOTY Arcade/Adventure 
Twenty holds full of pirate loot 
018 EXODUS Arcade 

Strange creatures emerging from the pits 
019 HEADACHE Arcade 

Nervous Ned’s quest to serve the Brain 
020 ZULU Arcade 

100 golden masks hidden in a magic maze 
024 GOGO THE GHOST Arcade/Adventure 
150 different haunted castle chambers 

MAILORDER 

Please state name of game (and machine) and 
numbers required. Enclose crossed cheque/PO 
made payable to FIREBIRD SOFTWARE. All offers 
are subject to availability. Orders are despatched 
promptly. All prices inclusive of VAT and„postage. 

MAIL ORDER: ‘FREEPOST FIREBIRD, 
WELLINGTON HOUSE, 

UPPER ST. MARTIN’S LANE, 
LONDON WC2H 9BR 

*No stamps required 

Firebird and the Firebird logo are trademarks of British Telecommunications pic. 


028 ESTRA Arcade 

Recover the sacred statue of Estra the Snake God 
032 SUBSUNK Adventure with Graphics 

Trapped on the sea bed in a scuppered submarine 
034 THE HELM Adventure 

An amusing, stylish text adventure 
038 CHICKIN CHASE Arcade 

Ruling the roost can be a hard life 
041 CIRCUS CIRCUS Arcade 
Twenty circus rings to escape 

VIC 20 (UNEXPANDED) 

002 MICKEY THE BRICKY Arcade 
Four screens packed with fun 


FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN’S LANE, LONDON WC2H 9DL. TEL: 01-379 6755/5626 




























































Special report from Chicago on the latest Amiga developments 
plus news on the UK Commodore scene 


■PO ULTIMATE REVEALED 


Mega-successful software house Ultimate, have always tried 
to keep a low profile. Who are they? How do they work? 
We’ve been putting on our gumshoes . . . 


The Epyx Fast Load cartridge is an easy-to-use add-on 
that speeds up loading on your 1541 disk drive. 

We put it through its paces 


Waferdrives compared 


Cover: Garry Leach and Gerry Price 


APt BUTTERFIELD IS BACK 


Commodore-guru Jim Butterfield starts a fascinating 
two-part series on graphics for the 64 


AQ thanks for the melody 


Commodore’s Music Maker system has spawned three 
Playalong music albums that allow you to play or just listen. 
Classics, pops and Beatles — what did the 64 make of them? 
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Two versions of the waferdrive data storage device are 
now available for the 64. They’re much cheaper than 
the 1541 disk drive, but are they as good? 


f^Q WATCH YOUR LANGUAGE 


Bored with Basic? We look at three of the latest 
implementations of Forth, Pascal and COMAL to tempt you 
away from Peeks and Pokes 


RA C-16 MACHINE-CODE PART 2 


How did you get on last month? Not too painful 
was it? Now it’s time to start doing some programming 
with TED 


"7P STAR PRINTER 


Commodore User is published twelve 
times a year by EMAP Business and 
Computer Publications Ltd. 
Subscriptions and Back Issues are 
handled by B.K.T. Subscription 
Services, Dowgate Works, Tonbridge, 
Kent TN9 2TS. Telephone: 0732 
351216. 

Annual subscription (UK) £12.00, (Eire) 
£IRL 17.00, (Europe) £18.00, (Rest of 
the World) £32.00. 

Printed by Garrod & Lofthouse Ltd, 
Crawley; Photosetting and 
reproduction by Bow-Towning Ltd, 
London EC1. 

Material is accepted on an all rights’ 
basis unless otherwise agreed. Enclose 
SAE if you want the return of original 
manuscripts and photographs. 

All material © copyright Commodore 
User 1985 and contributors. No part 
of this issue may be reproduced in 
any form without the prior consent in 
writing of the publisher, other than 
short excerpts quoted for the purpose 
of review and duly credited. The 
publishers do not necessarily agree 
with the views expressed by 
contributors and assume no 
responsibility for errors in 
reproduction or interpretation in the 
subject matter of this magazine or any 
results arising therefrom. 

ISSN 0265-721X 
1985 An EMAP Publication 


The latest offering from Star is the SG10C fully 
Commodore-compatible printer. No interface required, 
but you’ll need £259. We put it on the test bench 


12 ADVENTURE 


2Q READER’S PROGS 


This month’s bumper Into 
The Valley features an exclusive 
preview of Adventure 
International’s new Robin of 
Sherwood game — plus news, 
reviews and a competition 


Once again, something for everyone 
— programs on the 64, Vic and 16 
for you to key in 


Rfi HOT SHOTS 


Exclusive map of Virgin’s Gates of 
Dawn plus the usual juicy gossip 
and competition 


e *c/u s/ 


re view 


22 happy hacker 


HH takes a break from hacking 
news this month to profile Comp-U- 
Store, the Compunet-based scheme 
that lets you do your shopping with 
a 64 


Dan Gutman speculates on 
computer orphans, machines like 
the dear old Vic that no home seems 
to want any longer — sob 


Another bumper offering of the 
latest games on the 64, 16 and Vic, 
plus hot off the press reviews of 
Beach-Head II, Exploding Fist and 
Graham Gooch's Cricket 


fiQ TOMMY’S TIPS 


dramatic 


Good old Tommy’s been sifting 
through his postbag to bring you 
another helping of choice queries 


Exploding 


JULY 1985 
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News News News News News News News News News 


News News News News News News 


Shorts 


Proarammina in 
Aramc: One or the more 
unusual utilities for the 64 is 
the ZAN-64 cartridge from 
Zanine. It's described as "a 
bilingual Arabic English 
system" that lets you 
program in both languages, 
mix them and translate from 
one to the other. It's claimed 
to be 100 percent Basic 
compatible. If that's not 
enough for you, Zanine is 
also producing an Arabic 
word processor and a 
bilingual database for the 
same machine. You can get 
more details from Zanine on 
01-848 4610. _ 


Shorts 


Training with ADA: Ever 
heard of a programming 
language called ADA? Not a 
joke. ADA is a scientific 
language much used by the 
US Defence Department to 
control missiles — and that's 
no joke either. Now First 
Publishing has produced The 
ADA Training Course for the 
Commodore 64 and claims 
that "it's the language of the 
future". Costing £49.95 on 
disk, it contains five 
programs: editor, syntax 
checker, semantic-checker, 
assembler and disassembler. 
More details on 07357 5244. 


Shorts 


Cheaper Electricity: 

Ever wanted to know exactly 
how much electricity all those 
household gadgets of yours 
guzzle up? Calc-Electric may 
be the answer. It's an optical 
sensing device that fits onto 
your electricity meter and 
monitors the disk that spins 
round inside. Costing 
£24.95, it comes complete 
with controller, interface for 
connection to a Commodore 
64, and software on tape. 
Who said you can't do 
anything practical with a 64? 
More details from Etalon, the 
makers: 26 High Street, 
Merstham, Surrey, RH1 3EA. 


Shorts 


Triton Drives: Here's a 
sneak preview of a new disk 
drive for the Commodore 64 
we're reviewing next month. 
Called the Triton Quick Disk, 
it's a single-disk unit that 
uses rather odd 2.8 inch 
floppy disks — the disks 
themselves are housed in a 
rigid plastic case. The 
machine is manufactured by 
the Japanese Mitsumi 
company and costs £119. 
Stay tuned for next month's 
review. 



If you really need a daisywheel printer to get classy correspondence-quality print from your word 
processing, the Uchida DWX-305 may be just for you. At £249, it's claimed to be the cheapest 
daisywheel around. It chugs along at 20 characters per second, has ten or twelve character pitch 
selection and uses an industry-standard Qume daisywheel. As usual, only Centronics and RS232 
interfaces are provided, so you'll have to buy an adaptor for your Commodore micro. More details 
on 04862 73883. 


COMMODORE SEES RED 


The days when Commodore executives could 
glance at their profit sheets with satisfied smiles 
are over. News of the 20 million dollar loss made 
by Commodore International last quarter was 
gloated over by both the UK and American 
computer press. 

That’s not surprising since Commodore, not 
noted for modesty, has done its fair share to aid 
the downfall of competitors, with its prices and 
tough marketing strategy — a case of the biter 
bit? Casualties included Timex, Coleco, Texas 
and the pre-Tramiel Atari. Even IBM eventually 
decided to throw in the towel with its PC Junior. 

International chairman Irving Gould added to 
the gloom by predicting a substantial loss for the 
full year. In 1983, Commodore’s heyday, its 
stock was worth six times its present value. So 
what went wrong? 


The simplest reason is that the public, both in 
the UK and the States, are no longer so keen to 
buy home computers. Last Christmas proved 
that, resulting in disastrous sales figures. But 
with the ill-conceived Plus/4 and C-16 machines 
on offer, what could they expect? 

Another reason for the loss is the huge 
investment Commodore has put into realising its 
ambition to offer a complete range of machines; 
not only the 128, the Personal Computer and the 
hi-tech 900 series, but the still-unseen Amiga. 

Amiga may be destined to stem the tide for 
Commodore but with its price already estimated 
at over the £1000 mark and its non-standard 
operating system, industry speculators are 
already spreading doubt — but what else have 
they got to do? 



Tymac (the talking software people) 
have introduced yet another 
Centronics interface adaptor for the 
64. But this one also works with the 
Vic-20, 16 and Plus/4 — it simply 
plugs into the serial port. 

Called the Tymac Connection, it’s 
not cheap at £79.95 (£84.95 for the 
customised Epson version) but it’s 
claimed to run virtually any 
software that expects a 
Commodore printer, print the 
Commodore graphics set and 
support the standard Commodore 
print commands. 

It works in two modes: emulation 
mode translates control key 
sequences to your printer, whilst 
transparent mode passes them 
through so • you can use your 
printer’s particular features. Also 


bundled up is a 2K buffer, printer-test 
facility and a one-year warranty. More 
details from Tymac UK on 021 327 6637. 


TYMAC CONNECTION 
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News News Ne 


SUPERBASE STARTER 


Probably the only thing that’s stopped the 
illustrious Superbase becoming the best¬ 
selling database on the Commodore 64 is 
its whopping £100 price-tag. Now 
Precision has decided to release Superbase 
Starter , a cut-down version of the original, 
which will only damage your wallet to the 
tune of £39.95. 

Superbase Starter is obviously aimed at 
the beginner, as the Basic-like 
programming language employed by its 
‘daddy’ has been left out. It will still run 
the Stepping Stones applications packages, 
though (£4.99 each) — or any applications 
you’ve written with the senior version. 
More details from Precision on 01-330 
7166. 


64 SOUND STUDIO 


Music Sales, the company that gave 
us the Pop Hits, Beatles and 
Popular Classic Playalong Albums 
for the Commodore 64 and Music 
Maker (reviewed this issue), have 
now announced two more packages 
in the series. 

The first is Sound Studio , a semi- 
professional synthesiser and multi¬ 
track recording package for the 64, 
costing just £14.95 on tape. You get 
a life-like synthesiser control panel 
on screen, the ‘sliders’ being 
adjusted with the function keys. The 
sounds you set up can be stored in 
memory for further use. 

The multi-track recorder gives 
you only three channels (that’s all 
the SID chip can manage) but using 
the interface software to connect a 
MIDI keyboard, you can get up to six 
tracks. 

According to Music Sales special 



r ews News Nev 


Shorts 


I Jobs on Micronet: 

| Micronet is introducing a 
new service that will let you 
I use your Commodore 64 to 
| find a job. Starting this 
- month, around fifty job 


projects man, David Caulfield, “it’s 
dead easy to use’’. But what makes 
it different from Music Maker? 
“Music Maker is really intended to 
turn the 64 into an actual musical 
instrument’’. 

The second package is Sampler, 
a digital sampling package that 
digitises music for recording and 
playback. Unlike Sound Studio, this 
clever piece of work is not for 
amateurs; it costs a whopping £69. 

Sampler comes complete with 
microphone, MIDI cartridge 
interface and software on disk. 
Apart from sampling, it acts as an 
echo chamber and pitch 
transformer. Sound Studio and 
Sampler can be used together. More 
details from Music Sales on 01-636 
7777. 


■ vacancies will appear on 
| Micronet's Jobseorch section 

I every Monday. But job areas 
covered will be more up- 
| market, including 
| management, computing and 
■ administration. By the 
| Autumn, data will be 
■ updated daily. All this has 
J spawned a zany idea from 
I the Micronet thinktank: by 


I combining its Chatline 
! service with Jobsearch, they 
I eventually hope to conduct 
| on-line interviews. Beat that. 
Jobcentre. 


REPAIRS FOR PC 


Independent specialists in computer 
maintenance, Mills Associates, has now 
organised a scheme in conjunction with 
Shipton Insurance Services to look after 
your Commodore PC-10 or PC-20 when 
the Commodore warranty runs out after a 
year. Mills have been “approved” as 
maintenance contractors by Commodore 
for the last four years. 

The service is called ‘PC Cover Plus’ 
and it provides three-year on-site 
maintenance. The cost is 5 per cent of the 
recommended retail price for the first year, 
10 per cent for the second and 22 per cent 
for the complete three-year plan you can 
get more details from Mills on 0600 4611. 


EYEING UP YOUR 64 




Avid readers of Dan Gutman’s 
US Mail column (April issue) 
will already know about the 
Computereyes system from 
American-based Digital 
Vision. The good news is that 
this unique package is now 
available in Britain from Stem 
Computing in Dundee, having 
been adapted from the 
American NSTC system to run 
on the British PAL TV system. 

Computereyes is described 
as a “video acquisition 
system” for the Commodore 
64. What that really means is 
that you can produce a high- 
resolution graphics display on 
your screen from a video 
source such as a video 
camera, video disk or video 
recorder (just like the one you 
tape Dallas with). 

The complete package 
costs a whopping £139 and 
includes the interface module, 



COMPUTEREYES 


connecting cable, disk 
containing the digitising and 
control software and a rather 
large owners’ manual. 

Computereyes connects 
your video source to the 64’s 
user port. An image is 
acquired in less than six 
seconds, with colours 
transformed into shades of 
grey. 

The finished product can, of 
course, be dumped to a printer 
or stored on disk using the 
image packing routine to 
conserve space and speed up 
loading and saving. We’re 
waiting for our review sample. 

Meantime, you can get more 
details from Stem Computing 
on 0382 65113. 
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ip THE CHE||iM:'‘SWEET TALKER" JUST PU 
| THE BACK 64 BASS 

■IpLLOPHONE SYSfEM.YOU CAN EASILY f* 

mmm word, sentence or phrase cm 
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TheCheetahRemoteActionTransmitter is the most sophisticated 
computet contoller available 
Ithasthese features: 

■ InfraRed transmission-so there are no leads trailing across the living room. 

Just sit back in your chair up to 30 feet from your machine. 

I Touch control-no moving parts, extremely fast, longlife. 

■ No extra software required. 

■ Can be used with all Commodore Joysick software. 

■ Fits comfortably in your hand for long play periods. 

Comes complete with receiver/interface unit which simply plugs into the rear f||: 
of yourCommodore. 


Simply incredible at 


£ 29.951 

(lN7IIIUK)l)) Now the VIC 20 and 64 can 

communicate with PET peripherals 


ONLY 


£ 59.95 


Prices include VAT, postage & packing. 
Delivery normally 14 days. 

Export orders at no extra cost. 

Dealer enquiries welcome. 

Cheetah, products available from branches of 
^limniiii <jm WHSMITH* 
Rumb#lowa WOOUNORTH Spectrum 

dealers and all good computer stores. 


VIC and 64 users 

Would you like to be able to access any of these peripherals from your computer? 

• V 3 megabyte disks {Commodore 4040 drive)# 1 megabyte disks (Commodore 8050 drivel 
• 10 megabyte disks (Commodore 9090 hard disk)# Printers including a wide range 
of inexpensive IEEE and RS232 matrix and quality printers • IEEE instrument ;J§§| 
such as vott meters, plotters, etc. Now you are no longer limited by the VIC 
or the 64 s serial bus. Simply by attaching INTERPOD you can vastly incre 
the power of your VIC20 and when used with the 64. INTERPOD turns 
computer into a really powerful system With INTERPOD the VIC and 64;:| 
capable of running really professional quality software such as Won? 

Accounting, Instrument control and many more 
INTERPOD will work with any software No extra commands are T...... 

and INTERPOD does not affect your computer in any way. s 


G 


Qj eeta 

Marketing 




Dept. CU 

Cheetah Marketing Ltd. 24 Ray Street 
London EC1R3DJ Tel.01 833 4909 
Telex 8954958 



























































Stop Press Stop Press Stop Press Stop Press 



The much-talked about 
Amiga managed to steal 
centre-stage at the American 
showcase Consumer Elec¬ 
tronics Show in Chicago, 
despite not actually being 
there. As reported last 
month, Commodore is 
keeping this baby tightly 
wrapped. 

But the news that it will be 
launched in New York in mid- 
July has prompted pundits to 
regard it as the most exciting 
new computer launch that 
America has seen since the 
Macintosh. Top brass at 
Commodore could hardly 
contain their corporate excite¬ 
ment. 

Head of Commodore’s 
American operations, Tom 
Rattigan, told the press that the 
Amiga is going to “blow you 
right off your feet”, whilst 
Commodore boss Marshall 
Smith pronounced, “Commo¬ 
dore is where the action is over 
the next six to nine months”. 

Enthusiasm apart, the real 
questions are when will the 
Amiga appear and what will it 
cost? A reticent Marshall Smith 
speculated: “You can expect to 
see the Amiga in Europe in early 
1986 . . . probably January. But 
I don’t want to say that definitely 
as people will then say, hey you 
promised us the Amiga by 
January”. 

Already several sources are 
suggesting that when the Amiga 
hits the shops in America next 
month it will have a $1200 price- 
tag. Taking dollar/sterling 
fluctuations into account, the 
UK price should be around 
£ 1000 . 

So what will you get for the 
money? From the scarce 
information gleaned so far, 
you’ll get a system box with 
detached keyboard (86 keys), the 
superfast Motorola 68000 
central processor, 192K of 
ROM, 256K of RAM (expand¬ 
able), built-in double sided 3.5 
inch disk drives with 880K 
storage capacity and an RGB 
monitor. Up to three drives can 
be supported including the 5.25 
inch variety, if desired. 

What makes the Amiga really 
special is the new windowing 
operating system, called 
Intuition, written by UK 
software house Metacomco. 
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Eugene Lacey reports from Chicago 


There’s also the three much 
acclaimed custom-built chips 
controlling sound, graphics, 
animation and peripherals, 
giving the Amiga a range of 
40096 colours and reportedly 
stunning graphics. 

Graphics can be enhanced 
through an interface to videotape 
recorders, cameras and laser disk 
players which will allow the 
Amiga screen to be “overlaid”. 
Sound output can also be 
expanded by two sockets for 
right and left stereo. There will 
also be ports for joysticks, a 
mouse and tracker-ball. 

One surprising add-on known 
to be in the pipeline is an MS- 
DOS cartridge. This should 
make the vast range of business 
software that runs under the 
MS-DOS operating system 
available on the Amiga. It also 
means that the cartridge will 
contain its own processor, one of 
the Intel 8086 family of chips. 

So it looks as though the 
Amiga has both the Macintosh 
and the IBM PC in its sights. 
Software developers are already 
saying the Amiga is what the 
Mac should have been. 

You’d expect Commodore to 


be excited about the Amiga — 
rather anxious, too. Their 
continued success depends on it. 
With the 20 million dollar loss 
reported at the end of the third 
quarter of trading Commodore 
desperately need the Amiga to do 
well. 

Perhaps a more reliable 
pointer to the potential success 
of Amiga is the view of the 
software houses. It’s no 
exaggeration to say that anyone 
who is anyone in the American 
software business is developing 
for Amiga. 

Electronic Arts, probably 
America’s premier games 
software house, is reported to 
have between ten and fifteen 
titles nearly completed for the 
Amiga. 

Other companies known to be 
developing software are 
Broderbund, Activision, 
Mindscape, Spinnaker, Datasoft 
and Epyx. 

But there’s also caution 
coming from some of the leading 
houses. Activision boss Jim 
Levey, told a meeting of the 
Software Publisher’s 
Association: “Amiga is such an 


enormous step forward that 
when you show it to program¬ 
mers, it completely blows their 
mind . . . it’s going to take at 
least two years to begin to tap the 
full power of the machine.” 

Even at the early stages, the 
Amiga will have software that’s 
head and shoulders above 
anything ever seen before on a 
home computer. One such 
program is Mindscape’s icon- 
driven ‘Deja Vu* adventure 
game, which caused a stir at 
CES, when it appeared on the 
Mac. 

The Amiga version will go on 
sale in the US later this year and 
should be appreciably more 
spectacular in terms of graphics, 
sound and even animation in 
some locations — definitely the 
shape of things to come. 

We should see software like 
this in the UK early next year, 
and when programmers sort out 
what to do with the laser disk 
interface, we’ll probably have a 
format for games to the end of 
the decade. For the user it’s a 
huge leap forward in 
sophistication — at a price. 

Stay tuned for a spec¬ 
ial transatlantic report on 
the Amiga launch in New 
York. 


Game of the show: Mindscape's 1940's style adventure mystery 
Deja Vu uses windowing and the mouse to let players see the characters, props and action. 
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GENERAL CHART 





Title 

Publisher 

pi 

Soft Aid 

Various 

2 

World Series Baseball 

Imagine 

3 

Dambusters 

Sydney/US Gold 

4 

Pitstop II 

CBS/Epyx 

5 

Cauldron 

Palace Software 

6 

World Series Baseball 

Imagine 

7 

Entombed 

Ultimate 

8 

Impossible Mission 

CBS/Epyx 

9 

Theatre Europe 

PSS 

10 

Airwolf 

Elite 

11 

Everyone's a Wally 

Mikro-Gen 

12 

Shadowfire 

Beyond 

13 

Pole Position 

Atarisoft 

14 

Moon Cresta 

Incentive 

15 

Bruce Lee 

US Gold 

16 

Big Mac 

Mastertronic 

17 

Kickstart 

Mastertronic 

18 

Rocketball 

UK 

19 

Spitfire Forty 

Mirrorsoft 

20 

Raid Over Moscow 

US Gold 




Title 

Publisher 

1 

Soft Aid 

Various 

2 

World Series Baseball 

Imagine 

3 

Knight Lore 

Ultimate 

4 

Spy Hunter 

Sega/US Gold 

5 

Starion 

Melbourne House 

6 

International Basketball 

Commodore 

7 

Dambusters 

Sydney/US Gold 

8 

Combat Lynx 

Durrell 

9 

Bruce Lee 

US Gold 

10 

Pitstop II 

CBS/Epyx 

11 

Death Star Interceptor 

System 3 

12 

Everyone's a Wally 

Mikro-Gen" 

13 

D T's Decathlon 

Activision 

14 

Football Manager 

Addivtive 

15 

BMX Racers 

Mastertronic 

16 

Shadowfire 

Beyond 

17 

Gremlins 

Adventure Int 

18 

Moon Cresta 

Incentive 

19 

Emerald Isle 

Level 9 

20 

Finders Keepers 

Mastertronic 


* 


* 
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th€ ULTimme Ginmcemerr 
to vour commoDORe® 


• 105cpsuni/ 
bidirectional logic 
seeking 

• Supports Commodore 
82-character graphics set, 
plus 96-character ASCII 
with true descenders 


• Ten print modes, 
including standard, bold, 
expanded,condensed, 
emphasised, italics and 
super/subscript 

• Commodore 64 and 
VIC serial interfaces 


• Four international 
character sets - USA, UK, 
France and Germany plus 
Spanish and 
Scandinavian options 

• 4" to 10" wide paper, 
traction or friction drive 


• Super quiet 

• One million character 
ribbon life 

• Plus Epson code 
compatibility 



Advanced design features unique to the 
Riteman C+ give you big, fast, printer 
performance with Commodore graphics, 
in a super-compact, ready to use, portable 
desktop unit - making it first choice for your 
Commodore system. 

A revolutionary front-loading design 
eliminates paper feed problems, and any 
weight of paper - even card - can be used. 

The Riteman C+ also gives you a super¬ 
compact printer footprint. A built-in 
collapsible stand enables all 
paper to be stored under the 
printer, giving you 50% more 
desk space. 

C. Itoh Electronics Co. Ltd., 

Beacon House, 26/28 Worple Road, 

London SW19 4EE. 

Tel: 01-946 4960. Telex: 8955616. 

Commodore is a registered trademark 

of Commodore Business Machines Epson is a registered trademark of Epson Corp 
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I want to know more about the Riteman C+, 
please rush me a datapack. 

(Please indicate: End User □ Dealer □ OEM □) 

Name:_ 


Company: 
Address: _ 


rsmn 


c+ 
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Now YOU can fly with the 
legendary Red Arrows - 
in the most challenging 
flight simulation ever! 


It’s the most exciting flight simulator ever 
written for a home computer - the product of 
many months of dedicated work by some of 
Britain’s top programmers, enthusiastically 
aided by the talents of aircraft designers. 


Be a VIP visitor 
with the Red Arrows! 

Everyone who buys a Red Arrows computer 
program will be invited to enter an exciting 
competition. The winners will be given a VIP visit to 
the Red Arrows base at RAF Scampton, the wartime 
home of the Dambusters. Your visit will include two 
nights’ accommodation at a luxury hotel. And while 
you are at Scampton you will be invited to sit at 
the controls of a Hawk. 


Now on sale at: 

BOOTS COMET Currys Dixons 
C r oons r ^ZBSE33 RUMBELOWS £^°I3^&’QQ1D 
WHSMITH and other leading computer stores 


ORDER FORM 


Tape 5^" Disc 3" Disc 3^" Disc 

(£8.95) (£11.95) (£12.95) (£12.95) 


Amstrad.□ N/A □ N/A 

Atari. □ □ N/A N/A ■ 

BBC B . □ □ □ N/A | 

Comm. 64. □ □ N/A N/A 

Electron. □ N/A N/A 

Spectrum. □ N/A N/A □ - 


I wish to pay by: 

□ Access/Mastercard/Eurocard No. 

i i i i _1 I_i i i _I I_I_I_I_l I—l-1-1-1 

□ Barclaycard/Visa No. 

I_I_I_I_I I_I_I_I I_I_I-1 l—I—I-1 

□ Cheque/PO made payable to Database Publications Ltd. 

Name_:_ 

Address_ 


Signed_ 

Send to: Database Software, FREEPOST, Europa House, 


68 Chester Road, Hazel Grove, Stockport SK7 5NY. ft 

(No stamp needed if posted in UK) 

Please allow 28 days tor delivery 1 

YOU CAN ALSO 

061-480 0173 

Don't forget to quote your credit ® 

■ ORDER BY PHONE: 

(24 hours) 

card number and full address. Qy 7 I 

■1 ■■■ ■■■ ■H 

WKKKM ■■■ ■■■ ■■■ ■■■ ■■■■ Ml 


engineers, mathematicians - and the Red Arrow 
pilots themselves. 

Every ounce of power contained in the micro, 
and its enhanced sound and graphics 
capabilities, is used to give the utmost realism 
to re-creating the most spectacular aeronautical 
displays ever seen in the skies of Britain. 

You start by practising take offs and landings. 
Then, once you have won your wings, you fly in 
formation as part of the Red Arrows team. 
There’s no margin for error as you fly a mere six 
to 10 feet from each other - at speeds of 
between 300 and 350 miles an hour! 

But the real drama begins as you plunge into 
the death-defying manoeuvres that have 
been thrilling crowds at air shows for the 
last 21 years. 

On the panel in front of you are all the 
instruments you need - plus a screen giving you 
an external view of the complete formation you 
are flying. Slip out of line for a second and the 
eagle-eyed Red Leader will be on the radio 
ordering you back into position. 

The program comes with a detailed flight 
handbook that will soon give you the confidence 
to take YOUR place alongside the ace pilots of 
the Red Arrows, even if you’ve never flown 
before! 



Put yourself in the pilot’s seat 
of the most manoeuvrable 

fighter in the RAF! 

s m f ■ £. M 













































Adventure Adventure Adventure Ad 



This month Into The Valley scoops an exclusive 
preview of Adventure International’s new Robin 
of Sherwood game. And there’s more: news, 
reviews, our very own adventure chart and a 
competition. 


JOHN RANSLEY 


• ADVENTURE NEWS • ADVENTURE NEWS • ADVENTURE NEWS 


Oh — you fickle silent majority. 
Just a few months ago, a couple 
of BIG NAMES in adventure 
marketing were grimacing at me 
over the top of asparagus tips (I 
was serving, you understand) 
because retailers weren’t 


e Adventure Adventi 


Submarine hunting on the cheap — Firebird's budget-priced Subsunk 
produced with help from The Quill. 


• If this month’s reviews of the new 
Firebird and other releases still 
leave you in any doubt that text 
adventures are here to stay, then 
hear this. The new Melbourne 
House title — due out any moment 
now at £6.95 — is an all-text adven¬ 
ture by John Steele-Jones, who 
authored MH’s much-admired and 
very playable implementation of 
Classic Adventure. Mordon’s Quest 
spans 1,000 years (hope there’s a 
SAVE option) and 150 locations, and 
has a 500-word vocabulary. 

• Expect a new flood of state-of- 
the-art adventures from the other 
side of the pond (but at what price?) 
now that Ariolasoft are stepping up 
their UK marketing of Broderbund 
and Electronic Arts software. Mean¬ 
while, Ariola will be handling Ram- 
Jam’s follow up to their critical suc¬ 
cess Valkyrie 17, with another 
graphic adventure, Three Days in 
Carpathia. 

• Update on The Fourth Protocol 

from Hutchinson, which borrows 
from Frederick Forsyth’s bestseller, 
is that it will take the form of a 
three-part quest using icon-driven 
and text inputs — and at £12.95 on 
cassette or £15.95 on disk, it had 
better go beyond Beyond. 

• Rumour has it that perfectionist 
Steve Jackson is to blame for the 
fact that we’re still hanging on the 
telephone for more news of the first 
title in his new Swordmaster series 
of role-playing adventures for 
Adventure International. As a new 
boy to Al’s stable of software stars 
— which includes Scott Adams and 


Brian Howarth — it seems that 
Steve is making sure his debut Al of¬ 
fering will blow their — and your — 
socks off. 

• The endearingly shy All 
American Adventurers offshoot of 
US Gold still haven’t sent any info 
into the Valley about Exodus Ultima 
III, but the forest trolls tell me 
they’ve heard chatterings about a 
mammoth fight against evil, involv¬ 
ing the wizard of Mondain and his 
treacherous apprentice, Minax. At 
£19.95 on disk, I hope to give it a 
spin soon. 

• Cl6 adventurers are decidedly in 
from the cold with the launch of two 
text titles, Williamsburg and Man¬ 
sion Adventure, from Microdeal at 
just £3.99 each. And Jim Gregory’s 
Commodore 16 Games Book from 
Collins (£6.95) includes a meaty text 
adventure, The Mystery of the Marie 
Celeste, plus hints on writing your 
own. More about all three In next 
month’s C16 adventure special. 

• Mild-mannered reporter seeks 
new job? Just to prove that there’s 
sure no such thing as a sure thing, 
it’s believed that at least one UK 
software house ruefully greeted the 
news from Stateside that DC Com¬ 
ics are bumping off Supergirl and 
Wonderwoman and grounding 
Superman indefinitely. Worse yet, 
Phil Redmond, the writer of Grange 
Hill and Brookside, is set to turn his 
creations into 64 adventures. (Oh 
joy! Ed.) And just when you thought 
it was safe to call yourself computer 
literate, too. 


S 

co 


touching anything that didn’t 
have screen upon prismatic 
screen of hi-res artistry. Every¬ 
one, it seemed, wanted to enter 
the chromatic kingdoms of The 
Hobbit and Twin Kingdom 
Valley. Incidentally, the fact that 
they often came nowhere near 
the quality of those two in¬ 
novatory titles didn’t stop them, 
and the fact that there are many 
more good adventure authors 
than there are computer artists 
and graphics programmers was 
soon crudely plain to see. 


ADVENTURE NEWS • ADVENTl 


• Official cheat book packed with 
clues and hints to help solve all 16 
of Scott Adams’ maddening crea¬ 
tions — and applicable to Vic, 64 
and C16 text or graphic versions — 
is now available by mail order from 
Adventure International in the UK. 
Newcomers The Hulk, Spiderman 
and Sorcerer of Claymorgue Castle 
feature alongside classics such as 
Pirate Adventure and The Count. 
Order from Al direct at 85 New Sum¬ 
mer Street, Birmingham B19 3TE, 
enclosing payment of £2.99. 

• Last month's competition an¬ 
swer was 'St. Helena'. Three 
cheers and appropriate prize go 
to Phil Hadfield of Barnsley. 
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CHARTS 


The odd thing about adventurers 
is that they seem more upwardly 
mobile than other gamesters. 
Having cut his teeth on an early 
graphic, Scott Adams, for exam¬ 
ple, a Valley person (NB: this is 
the only adventure column ap¬ 
proved by the GLC Women’s 
Committee) is likely to get out of 
pictures and start savouring the 
adjectival delights of Classic/Col¬ 
ossal Adventure , Zork , Snowball 
Black Crystal and the rest. 

Well that’s my theory anyway, 
and it’s one which our chart and 
the software houses themselves 
seem to bear out. Witness our 
scoop news on Melbourne 
House’s new title, and the 
welcome release by CDS of Cas¬ 
tle Blackstar in a 64 version (full 
review next month). And now 
comes Firebird, British Tele¬ 
com’s budget software label 
which is almost managing to give 
privatisation a good name. Hav¬ 
ing zonked up a couple of decent 
arcade chart successes (Booty, 
Mr Freeze, Go-Go The Ghost), 
Firebird makes an equally re¬ 
spectable 64 adventure debut 
with The Helm and Subsunk at 
just £2.99 each. 

Both are Quill-generated text 
adventures, though by ingenious 
use of the 64 graphic set, Sub¬ 
sunk authors Peter Torrance and 
Colin Liddle have managed to 
incorporate really quite effective 
‘pictures’ at each location. The 
challenge is to free yourself from 
a nuclear submarine trapped on 
the seabed — a fairly imaginative 
scenario and a very welcome 
change from castles and cob¬ 
webs. 

Back to D&D, though, for 
Simon Jay’s pure text offering, 
The Helm. In this your task is to 
perform various tasks and 
eventually retrieve a magical ob¬ 
ject. What places The Helm in a 
class of its own is that screen 
responses are consistently witty 
and were often so funny as to 
make this gnarled old critic 
laugh out loud. 

Comebacks such as “What 
would you have me do next, 
your absolute brillianceness” 
and “Hit me with another gem, 
oh sylph-like cosmic being” may 
borrow a little from the papier 
mache Michael Heseltine’s 
vocabulary in Spitting Image, but 
who can fault Jay (no relation, I 
suppose?) for adapting the joke 
with such relishable good 
humour. By the way, after a few 
screens of The Helm you’ll 
realise that text adventures, too, 


1 (3) Gremlins (Adventure International, GrA, £9.95) 


IME* 2(—) Black Crystal (Mastervision, TA, £3.99) 


3 (1) Emerald Isle (Level 9 GrA, £6.95) 


4 (2) Upper Gumtree (Richard Shepherd, GrA, E9.95/E 11.95) 


NE* 5 (-) Gremlins -Cl 6 (Adventure International, TA, £7.95) 


6 (7) Velnor's Lair (Atlantis Gold, TA, £2.99) 


NE* 7 (-) Jewels of Babylon (Interceptor, GrA, £9.95/£ 11.95) 


NE* 8 H Tir Na Nog (Gargoyle, GrA, £9.95) 


9 (5) The Hobbit - New disk version (Melbourne House, GrA, £17.95) 


NE* 10 (7) The Wizard and the Princess (Melbourne House, GrA, £5.95) 


Budget-conscious adventurers are bringing a fresh look to Valley’s unique Top 10 — as well as 
creating a new generation of chart successes and hopefuls. 

Gizmo, Stripe & Co firmly box in the No 1 spot thanks to veteran Brian Howarth’s faithful 
and brilliantly graphic true Brit interpretation of the movie that does for pet shops what 
Commodore hopes to do for Atari. A text-only version for the C16 follows in its wake. 

Ray Carnell, another author whose name is whispered reverentially by the adventure 
cognoscenti, also has a long-overdue chart success with a real value-for-money 64 version of his 
tasty text teaser, Black Crystal. 

Jewels of Babylon, a 100-location graphic puzzler by Richard Dawson, seems set to follow 
Interceptor’s success with the Karn duo, and Gargoyle’s long-awaited conversion of Tir Na Nog 
makes our chart in time to whet appetites for the sequel, Dun Darach, now nearing completion. 

This month’s anchor title from Melbourne House ingeniously beats the memory restrictions 
of the Cl 6 by loading in five separate parts, to offer a worthwhile graphic-cum-arcade adventure 
that’s just right for the younger player. 



pie who own a copy of The Quill 
use the utility’s facility to reload 
completed commercial programs 
so that they take a peek at the 
structure and pick up a clue or 
two. Better still, perhaps it may 
prove possible, using The Illus¬ 
trator, to add your own graphic 
efforts to existing titles such as 
Africa Gardens, if only to gain a 
little experience in the tech¬ 
niques needed before creating 
your own complete masterpiece 
— and Gilsoft, Firebird and the 
rest would no doubt like to hear 
from you when you do! 


Technicalities 


can be as colourful as a The Helm: witty screen responses 

chameleon trapped in a paint- to make you chuckle 

box. 


Utilities 


The Firebird titles prove again 
just what excellent — and com¬ 
mercial — results The Quill can 
produce in the right hands. It’s 
not long now before we’ll see a 
64 version of The Illustrator, the 
add-on from Gilsoft which 
allows you to add, by easy menu- 
style instructions, hi-res pictures 
to your existing Quill efforts. 
Meanwhile, there’s more in¬ 
spiration to be had from 
Gilsoft’s own half-dozen or so 
titles, which are now available at 
the ludicrously low price of 
£1.99 each. 


The general consensus is that 
Africa Gardens and Mindbinder 
take top honours, and at that 
price you can afford to make 
your own judgement. In the first 
of these, you’re enjoying — but 
not for long — a stay in an hotel 
where treasures and other sur¬ 
prises are to be found, and in 
Mindbinder, Paul Styles (who, I 
suspect, will author Gilsoft’s 
first graphic adventure) also 
manages to break away from the 
blandness you might expect of a 
utility-generated program; plen¬ 
ty of nice puzzles, of course, but 
there’s humour, too. 

Incidentally, some sneaky peo- 


I inadvertently fazed a few 
readers when, a couple of issues 
back, I had nice things to say 
about Usborne’s adventure 
titles, The Mystery of Silver 
Mountain and Island of Secrets 
and mentioned that although 
declared compatible with the 64 
and Vic plus 16K expansion, 
they could also be keyed and run 
on the Cl6. The books them¬ 
selves don’t make mention of 
this, but I can assure readers 
such asPWC Weaver in Potters 
Bar that all that keying on the 
Cl6 won’t go to waste. 

However, it’s worth taking the 
precaution of crunching the pro¬ 
gram lines as much as you can by 
removing all spaces and using i 
the keyword abbreviations I 
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Adventure Adventure Adventure Advent / 


detailed on page 157-159 of the 
C16 User Manual. 

Incidentally, some readers also 
query why it is that when run¬ 
ning adventures listed in books 
and magazines, or their self- 
penned efforts, the program will 
sooner or later crash with an 
OUT OF MEMORY error 
message. Here’s why. Even 
modest adventures use loads of 
dynamic variables and strings 
which tend to clutter up RAM 
with redundant bytes in a most 
untidy way with every new input 
you make; they don’t contribute 
anything and thus are aptly nam¬ 
ed garbage. 

Every so often, your micro’s 
own operating system cleans up 
this garbage for itself, but some¬ 
times this doesn’t happen fast 
enough and the bin overflows 
(even on a 64) before the 
dustman can call again. When 
this happens, free memory runs 
out. The way to beat this snag is 
by triggering your own garbage 
collection at regular intervals. 
On all the current Commodores, 
do this by inserting 
GC = FRE(X) in a frequently- 
called line; for example, the one 
which includes the key INPUT 
statement. You can use letters 
other than GC and X if you’ve 
already used those for other 
variables. 


tie’s low price surely doesn’t 
leave them with enough profit to 
pay your postage for you! Atlan¬ 
tis are at 19 Prebend Street, Lon* 
don N1 8PF. 


COMPETITION 


Hints and tips 


To crib or not to crib? Up to now 
the Valley hasn’t made it a prac¬ 
tice to give hints on solving the 
puzzles and challenges met in 
particular adventures, but 
there’s no doubting that some 
readers are absolutely infuriated 
when they hit a particular pro¬ 
blem that totally blocks their 
progress — and thus their enjoy¬ 
ment — of the title they’re play¬ 
ing. So in future there will be a 
sprinkling of hints every month 
(although I can’t offer to answer 
individual queries). 


Book Look 


I have taken the shallowest dip 
into The Creative Computer 
by Donald Michie and Rory 
Johnston (Pelican, 262pp, £6.95 
— and that’s paperback!) and 
found plenty in it to interest the 
armchair programmer — especi¬ 
ally of adventure and strategy 
games. The core subject is the 
development of computer arti¬ 
ficial intelligence, and it includes 
details of some fascinating 
routines and experiments which 
you could have fun trying to 
interpret on your own micro. 

Another intriguing new title is 
The Antagonists from Hal 
Renko, Sam Edwards and Her- 
mie Hermens (Addison-Wesley, 
£5.95), which presents both a 
‘diary’ and a hex listing for a 
pretty ambitious adventure. 

Happily my review copy in¬ 
cluded a tape of the program 
which can be bought separately. 
More about this one in a future 
issue. 

Nice to see a good cheapie like 
Venor’s Lair making it into our 
chart. Better news still is that 
Atlantis offer a free hint sheet. 
But please enclose a stamped, 
self-addressed envelope with 
your request for one — this ti- 
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Credits 


Adventures are beginning to 
sport as many credits as LP 
sleeves or American mini-series 
(can’t wait for the day when In- 
focom or CBS name their Best 
Boy), but in Crystals of Carus at 
least, they’re all pretty well 
merited. Author Richard 
Dawson is new to me, as is 
graphics artist Claire Challis and 
musician Tom Gibson. Together 
they’ve devised an entertaining 
package — though as a graphic 
adventure it’s not quite as 
graphic as you’d maybe expect. 


Do you stay awake nights trying to memorise which 
way to go after stumbling on the pirate’s hideout in 
Lords of Time? Do you draw funny little maps and keep 
losing them down the side of the sofa? 

You need Print ’n’ Plotter’s Adventure Planner — a 
whoppin’ great pad (twice the format of this magazine) 
of 50 custom-designed sheets, each printed with 150 
location boxes to help you map and record your future 
wanderings in any text or graphic adventure you play. 

The Adventure Planner also doubles as a great pro¬ 
gramming aid if you’re setting out to write your own 
epic. It costs £3.95 and it’s well worth the price — but 
the Valley is giving away FIVE in this month’s 
competition. 

Just answer this question for a chance of winning 
one: what’s the correct name for a person who draws 
maps? 

Send in your answer on a postcard, not forgetting to 
add your name and address. Better still, use the coupon 
below and enter your Top 10 votes at the same time. 

If you’re not lucky enough to win an Adventure Plan¬ 
ner, they’re on sale at good software shops (go on — 
tell me if you find one) or you can order direct from Print 
’n’ Plotter at 10 Borough High Street, London SE1 9SE, 
including payment of £4.50 including postage. 

A drawer of maps is named a. 

Name. 

Address. 

My favourite three adventures are: 

1 . 

2 . 

3. 

Send your entry to PLANNER COMPETITION, Com¬ 
modore User, 30-32 Farringdon Lane, London EC1R 
3AU. 






HI»T'» turn* 
| t ME*E. 


to collect five .sacred crystals and 
return them to the rings on the 
fingers of the realm’s imprisoned 
royal family; see what will hap¬ 
pen, Di, if you overspend the 
Civil List snapping up all those 
Italian threads? The parser has a 
decent range, and playing is 
made simpler by the ability to 
abbreviate sentences; TAKE 
WOODEN ROD to TA WO, for 
example. Definitely worth a 
place in the hall of fame, but 
maybe not on a pedestal. 


Perhaps the likes of AI, MH 
and Domark (and even Inter¬ 
ceptor’s own Ian Gray) have 
spoiled us, so that we’ve come to 
expect a shimmering panorama 
of pixels at every location. 
That’s not what you get with 
Crystals of Carus , and although 
Claire’s artistry can f t be faulted, 
one frequently finds oneself 
moving from location to location 
and still staring at the same old 
graphics. 

Your objective, meanwhile, is 


THE MIWE0W 

tfftivlM tKISeHCR HERE. 









































i/enture Adventure Adventure 


ROBIN OF 

SHERWOOD 


Adventure 


The hit TV show Robin of Sherwood is to appear as an adventure game, courtesy 
of American software house Adventure International. This game though, like 
Gremlins, is being produced in the UK. Eugene Lacey follows the arrows. 




y 


W hen Adventure International 
tied up the rights to the Robin 
of Sherwood TV series many 
a hopeful adventurer was heard to 
mutter "they'll give it free to the 
poor". 

No such luck I'm afraid — you'll 
need the usual £9.95 so you'll have to 
rob from the rich yourself if you want 
to get your hands on this one. 

All the signs are that Adventure 
International are in for another hit with 
Robin of Sherwood to follow the 
success of their first UK programmed 
adventure — Gremlins. 

They don't do many licensed games 
at Al but when they do they pick the 
subjects very carefully. This policy 
paid off with Gremlins, the Marvel 
comics series and Robin Hood looks 
like being no exception. 

Adventure International also think 
they are on to a winner with Robin of 
Sherwood as they are planning not 
just one, but four different games 
based on the adventures of the 
medieval hero. 

The game will feature a great deal 
of magic and mystery in an attempt to 
stick closely to Richard Carpenter's 
interpretation of the stories. 

The first game pits Robin and his 
merry band against the evil sorcerer 
who has been brought back to life by a 
peasant ritual. But he needs three 
magic stones to regain his evil powers. 
He's already got one, so Robin must 
find the other two in order to thwart 
him. 



CONTROVERSY 


It was the decision to include these 
elements that set Carpenter's Robin 
apart from all the previous TV and film 
interpretations of the stories. The 
magic is no invention of Carpenter's 
though. It was present in the original 
tales that are part of English folklore 
and also our literary heritage. 



Television campaigner Mary White- 
house singled Robin of Sherwood out 
for particular criticism when she named 
some recent TV programmes that she 
considered particularly unwholesome. 
It was the magic and mysticism that she 
objected to — particularly when it was 
screened during Easter Week. 

Al's boss Mike Woodruffe gives a 
typical publisher's reply to this 
criticism: "If Mrs Thatcher is against it 
the games players are bound to love it 
. . . the more you tell people they 
shouldn't do something the more they 
want to. Take Frankie Goes to Holly¬ 
wood, the best thing that ever 
happened to them was the BBC 
banning the Relax single". 

Woodruffe also quotes the example 
of Raid Over Moscow getting a 
publicity boost when CND picketed 
US Gold's offices to protest over the 
commie-bashing computer game. But 
Robin of Sherwood is going to have 
more than controversy on its side when 
it hits the shops this summer. 

The programming team — Brian 
Howarth and Mike Woodruffe the plot 
and Teoman Irmak the graphics — 
have come up with a very challenging 
adventure that again breaks new 
ground in adventure programming 
techniques. 

Gamers can look forward to no less 
than 140 illustrated locations plus a 
few text-only ones thrown in for good 
measure. Gremlins-style animated 
screens are also featured. 

Not surprisingly the heart of the 
adventure — some 100 locations — is 
set in Sherwood Forest. Although to 
solve the puzzle you will have to get to 
the castle in which there are a further 
forty or so illustrated locations. There's 
also some battles to be fought in the 
forest. You need to rob a few wealthy 


travellers, see off some of the Sheriff's 
men, and again some useful clues from 
various passers by. 

A lot of effort went in to creating the 
forest and building as much flexibility 
into the scenarios as possible. It will be 
the main framework for all four 
adventures. 


PRODUCTION 

Al pride themselves on being able to 
churn out adventures with production¬ 
line speed. This is due to the sophis¬ 
ticated development systems they 
employ. "We have an adventure gen¬ 
erator that makes The Quill look like a 
pencil and paper", enthuses 
Woodruffe. "We also have a second 
tool that we use to create the graphics. 
It was programmed for us by a 
specialist software house, and it works 
with an Apricot FI". 

Graphics for Al games are first 
sketched onto paper by resident artist 
Teoman Irmak. From these roughs the 
images are then digitised for final 
inclusion in whatever format the 
adventure is to appear. 

Multi-format adventures are another 
Al hallmark. C16 owners have 
benefited from this with all the Marvell 
comics games and many oMhe Scott 
Adams classics now available for the 
baby Commodore. Robin of 
Sherwood will also be available on 
the C16. 

Criticisms levelled at adventures that 
use the same software tools are that 
they tend to be very similar — no 
matter what the plot. "The Robin 
series will be the last adventure written 
using our existing development 
systems. Scott Adams is working on a 
new, totally dynamic adventure 
writing system that can generate a 
completely original adventure 
structure each and every time". 

Judging from the success of 
Gremlins and the hopes 
expressed for Robin of 
Sherwood one thing is pretty 
clear. The UK arm of Al is 
beginning to become a force to 
be reckoned with in its own 
right. Watch out Infocom and 
Scott Adams the Brits are 
coming. 
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. _ _ A SPREADSHEET, 

VIZASTAR 64 sS£ 

INTO ONE AMAZING 

PACKAGE... AT AN AMAZINGLY AFFORDABLE PRICE! THE LATEST DESIGN TECHNIQUES 
COMBINE ULTIMATE EASE-OF-USE, WITH ALL THE SOPHISTICATION OF AN INTEGRATED 
PRODUCT... ADVANCED SPREADSHEET FEATURES INCLUDE HIGH-SPEED MATHS FUNCTIONS, 
1000 BY 64 WORKSHEET, PROGRAMMABILITY, WINDOWS, CELL PROTECTION, SEARCH AND 
SORT, TEXT EDITING, WORDPROCESSOR COMPATIBILITY, SIMULTANEOUS GRAPHICS... 
INTEGRATED WITH A 1000-CHARACTER PER RECORD DATABASE, UP TO 250 CHARACTERS 
PER ITEM... THE ONLY PRODUCT OF ITS KIM) FOR THE COMMODORE 64! SUITS MOST 
PRINTERS, SUPPLIED WITH EXCELLENT HANDBOOK. (XL8 VERSION NOW AVAILABLE WITH 
A 40% BIGGER SPREADSHEET PLUS BUSINESS GRAPHICS, FOR £13*795 £115.95) 

OR PRICE (XL4) £3*t55 £89.00! 


YOUR PROGRAMS 
WILL REALLY 
TAKE OFF WITH 

dtl JETPACK 64! 100% compatible with 

CBM BASIC, JETPACK COMPILES BASIC 
PROGRAMS INTO MACHINE CODE, RUNNING 
UP TO 25 TIMES FASTER... AND USING 
UP TO HALF AS MUCH MEMORY, FOR 
FASTER LOADING, OR BIGGER PROGRAMS! 
AM) IT EVEN ACCEPTS BASIC EXTENSIONS 
AND MACHINE CODE ROUTINES AS WELL! 


c 7Vlastei^ , 64 


HAS EVERYTHING 
YOU NEED FOR 
PROGRAMMING TO 
TOP PROFESSIONAL STANDARDS? BASIC IV, 
MACHINE CODE MONITOR, AND 85 POWERFUL 
NEW COMMANDS... INCLUDING TOOLKIT, 
BUSINESS BASIC, KEYED ACCESS FILES, 
DISK DATA COMPRESSION, FORMATTABLE 
SCREEN ZONES, MULTIPLE SCREENS, DATE 
CONTROL, REPORT GENERATOR, 22-PLACE 
ARITHMETIC, SCREEN PLOT, SCREEN DUMP, 


OUR PRICE (DISK) £3»r55 £35.95! AND M0RE "‘ NOW OMY UPrffi £49,95! 

_ _ . VIZAWRITE 64 is a high-performance, 

T/77 ZIWT? TTk IMlOW-COST WORD PROCESSOR WITH ON-SCREEN 

V i£jXlW JL JLj \j* z formatting, that takes full advantage 

OF THE 64'S COLOUR, GRAPHICS AND MEMORY FEATURES... AND SUPPORTS VIRTUALLY 
ANY PRINTER! WITH A COMPREHENSIVE AND EASY-TO-FOLLOW USER REFERENCE MANUAL, 
VIZAWRITE IS THE ULTIMATE PERSONAL COMPUTER WORD PROCESSOR? AVAILABLE ON 
CARTRIDGE for £8*795 £78.95, disk L7*r5 5 £67.95, with VIZASPELL on disk 
£99r95 £85.00. VIZASPELL (30,000 word dictionary) on disk ££*r55 £49.95. 


GBOOKS 

ANATOMY OF A COWODORE 64 £8.95 
ANATOMY OF THE 1541 DISK £8.95 
DC COMMODORE 64 IDEA BOOK £8.95 
TRICKS AND TIPS FOR THE 64 £8.95 
PEEKS AND POKES FOR THE 64 £7.95 
GRAPHICS BOOK FOR THE 64 £8.95 
64 MACHINE LANGUAGE BOOK £8.95 
ADVANCED 64 MACHINE LANGUAGE £8.95 


A FULL PASCAL 
BflIGPDI COMPILER THAT 
rilSililiw PRODUCES 6502 
MACHINE CODE, RUNNING 10-30 TIMES 
FASTER THAN BASIC... ENXY ALL THE 
BENEFITS OF STRUCTURED PROGRAMMING 
WITH THIS NEW LANGUAGE, WHICH SUPPORTS 
REAL, INTEGER, BOOLEAN AND CHARACTER 
DATA types; MULTIPLE ARRAYS, RECORDS, 
FILES, SETS, POINTERS? RELATIVE FILES, 
INTERRUPTS, SPRITE A HIGH-RES GRAPHICS 
AMO MORE... FOR ONLY £34.99! 




TRANSFORMS THE COMMODORE 64 INTO A FULL 
FEATURED PROFESSIONAL DATABASE SYSTEM, 
WITH UP TO 1000 CHARACTERS PER RECORD 
ON UP TO 4 SCREENS... AND UP TO 128 
ITEMS PER RECORD, DEFINABLE AS KEY, 
TEXT, NUMERIC, CONSTANT, RESULT OR DATE, 
IN FILES'OF UP TO 16M CHARACTERS! SUPERBASE 64 EVEN HAS A SPREADSHEET AND 
CALCULATOR CAPABILITY, CALEMDAR FUNCTIONS, EASY INPUT FROM WORDPROCESSOR OR 
DATA FILES, BOTH MENU-DRIVEN AND PROGRAM OPTIONS, SORTING/SEARCHING, FULLY 
DEFINABLE OUTPUTS... SUPERBASE 64 IS ESSENTIAL IF YOU WANT THE MOSI FROM 
YOUR 64! SUPPLIED ON 1541 DISK WITH EXCELLENT TUTORIAL/REFERENCE MANUAL 


PLUS AUDIO LEARNING TAPE... 


NCW OMY £9*^5 £79.95! 


Hf&sM fate 


THE IDEAL 
WAY TO BEGIN 
YOUR FIRST 
fCOMPUTERISED 
INFORMATION 

system, SUPERBASE STARTER is easy to 

SET UP AND GIVES YOU FAST RESULTS... 
WITH OPTIONS TO UPGRADE TO THE FULL 
SUPERBASE 64 specification as your 

SYSTEM GROWS! OR CHOOSE FROM A RANGE 

of STEPPING STONE business starter 
PACKS... OR HOMtBASE FOR THE H0M€? 

OUR PRICE £#t55 £35,95! 


ARE YOU A TWO- 
FINGER TYPIST? 
THEN WHY NOT GET 
SUPERTYPE TO HELP 
YOU LEARN TOUCH¬ 
TYPING THE FAST AND EASY WAY... WITH 
YOUR COMPUTER AS THE TEACHER? ALL THE 
FAMILY CAN LEARN THIS USEFUL SKILL, 
AT THEIR OWN PACE... AND PROFIT FROM 
THE LATEST COMPUTER-AIDED TRAINING AND 
FEEDBACK TECHNIQUES WITH SUPERTYPE, 
FOR ONLY £1*755 £17.95 (ON TAPE) OR 

OUR PRICE (DISK) £2»r55 £22.95! 


I VARrM-AMV-RFPt API 


SUPERSCRIPT 64 has all the features you 

EXPECT FROM a PROFESSIONAL WORDPROCESSOR 
SYSTEM... AND THEN MORE! UNRIVALLED 
240-COLUMtJ TEXT HANDLING, VARIABLE WIDTH 
SCREEN, FOUR-WAY SCROLLING, DOCUMENT 
LINKING FOR UNLIMITED CAPACITY, GLOBAL 
SEARCH-AND-REPLACE, FULL MEMORY CALCULATOR, ROW AND COLON 
ARITHMETIC, BACKGROUND PRINTING AND COMPLETE LETTER-QUALITY PRINT CONTROL... 
AND TT SPELLS TOO? A GREAT ADVANCE ON EASYSCRIPT, AND FROM THE SAME AUTHORS. 
(UPGRADE YOUR EASYSCRIPT FOR ONLY £39.95!) QUR PRICE ££»r55 £61.95' 


WANT IT TOMORROW? 

CALL. UB TOO AY 1 ON 

01-848-7258 

EASY SCRIPT 

(D) 

£7^60 

£65.00 

FIRST WORD 

(D) 

£35.99 

EASY SPELL 

(D) 

X50r60 

£41.95 

FIRST BASE 

(D) 

£35.99 

SIMON'S BASIC 

(C) 

£5&rOO 

£39.95 

ADA 

(D) 

£49.99 

STEPPING STONES 

(D) 

£*795 

£8.95 

BASIC COMPILER 

(D) 

£34.99 

H0MEBASE 1.2.3,4 (D) 

£1*755 

£16.95 

POWER PLAN 

(D) 

£44.99 

FIGARO 64 

(D) 

£86t55 

£85.00 

ASSEMBLER/MON 

(D) 

£19.99 

JETPACK 

(T) 

£14t55 

£13.95 

D - DISK C - 

CARTRIDGE 

T - TAPE 


PRICES INCLUDE 15X VAT AND ARE 
CORRECT ON GOING TO PRESS. 
ORDER BY POST OR PHONE, USING 
CHEQUE, ACCESS/BARCLAY CARD OR 
OFFICIAL ORDER. DESPATCH IS BY 
SAME-DAY 1ST CLASS POST, PRE¬ 
PAID OrOerS FREE.“PRODUCT DATA 
AVAILABLE ON REQUEST. REF A33 



LAKESIDE HOUSE, KINGSTON HILL, SURREY, KT2 7QT. TEL 01-546-7256 


COMAL 

FOR THE 
COMMODORE 64 

Quote: 1 hove always put sliced bread top of my list 
of Best Things. I've got a new list now. This cartridge 
is FANTASTIC. 

Quote: It is like having a new computer/ 

Quote: 7 The best COMAL implementation on any 
home micro 7 — Borge Christensen, Inventor of 
COMAL. 

COMAL is the recommended programming 
language for schools in Denmark, Sweden, Norway 
and Eire. 

This cartridge provides the Complete Comal 
Standard allowing structured programming, 

'toolkit 7 type edit and debug facilities, long variable 
names, procedures with 2-way parameter passing. 
Comprehensive error checking and entry time syntax 
checking and allows user defined error handling in 
programs. 

Commodore version of COMAL includes commands to 
make the facilities of the 64 easy to use. 

CBM LOGO compatible commands to move an on¬ 
screen turtle — hires plotting commands — 
screen windowing capability — full control of the 
sound facilities — play music while your program 
carries on — easy to define sprites and 
ANIMATION facility — move sprites while your 
program does other things as well — user defined 
character sets. 

System facilities include easy disk access 
commands — text and hires screen dumps to 
suitable Commodore printers — Easy control of non- 
Commodore printers — user definable 
functions keys which default to commonly used 
commands on start up — predefined control key 
functions (e.g. Control P prints the displayed text 
screen to a Commodore printer). 

The user can customise his cartridge with further 
packages of user defined commands (spare socket for 
up to 32K EPROM provided). 

All this and more can be yours complete with 320 
page tutorial/manual and demo disk for just 
£49.99 

Orders from Schools, Colleges etc. Please add 
£2.30 per cartridge p&p. 

Other orders: Please add £7.51 per cartridge which 
includes p&p and 1 years sub. (backdated to Jan.) to 

ICPUG 

Please send your order with cheques made payable to 

ICPUG to: 

COMAL CARTRIDGE, ICPUG, 

17 KNIGHTON CLOSE, SOUTH 
CROYDON, SURREY CR2 6DP 





































yn Competition Competition Competition 


WIN A C-128! 



T o follow up the first review of 
Commodore's superb new 
computer — the C-128 — 
published exclusively in 
Commodore User's May issue, we 
are now offering a fantastic 
opportunity to readers — the first 
chance to win one. 

The C-128 is the ideal upgrade for 
the 64 owner who is ready to go on 
to bigger and better things. Its main 
points of interest are that it is 100% 
Commodore 64 compatible, has a 
'128 mode' and a third processor 
(Z80) which lets it run the CP/M 
operating system. 

In effect you have three computers 
in one box. A 64 mode computer to 
enable you to play all your favourite 
games and any other piece of 64 
software you can't bear to part with. 

Secondly you have a Z80 machine 
which enables you to run any of the 
enormous range of CP/M business 
software that is available. CP/M is 
the real thing — a genuine business 
operating system that supports, 
amongst other things, the 
professional 80 column word 


RESULTS 


The response to our May Dambusters com¬ 
petition was overwhelming and very few of 
you actually got all the questions right. 
Barnes Wallace actually got his idea for the 
bouncing bomb from Lord Nelson, who 
found he could inflict more damage on 
enemy ships by bouncing his cannonballs on 
the waves first. The lucky winners were: lain 
McCowatt from Wigan, Kelvin Herbert of 
Bristol, F Martin of Newmarket, Colin Trench 
of Ipswich, and Anthony Morton of 
Stockton-on-Tees. Well done, your prizes are 
on the way. 


processors, databases, and 
spreadsheets. 

Thirdly, and by no means least, is 
the excellent 128 mode. This offers 
the most sophisticated form of 
Commodore Basic to date. Bags of 
extra Basic commands, miles more 
memory, and a professional-style 
keyboard. 

At around the £300 mark the 
C-128 is set to clean-up this autumn 
when it hits the shops. Don't miss 
your chance to win one of the first 
machines to be available in the UK. 
(The launch date for the 128 hasn't 
been fixed yet so the lucky winner 
may have to wait until it's released 


before the prize is despatched. Trust 
us!) 

To win your C-128 all you have to 
do is find the three Commodore key 
signs hidden throughout this 
magazine, fill in the form below, and 
send it off to: Commodore User 
C-128 Competition, Priory 
Court, 30-32 Farringdon lane, 
London EC1R 3AU. 

Entries must reach us no later than 
26th July. 

Here's an example of a 
Commodore symbol so you know 
what you're looking for: H 


Name... 

Address. 

Key 1 is hidden on page number?. .?V! . 

Key 2 is hidden on page number?. 

Key 3 is hidden on page number?. 

The lucky C-128 winner will be presented with the new machine at a 
special champagne reception at the magazine's offices. Good hunting. 
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Programming The Commodore 64 

by Raeto West 


Comprehensive and readable teaching and reference book about 

the 64. On the same scale as ‘Programming The PET/CBM’ and 
‘Programming The VIC’ by the same author. Over 600 pages — 
much larger than most computer books. Takes over where 
Commodore’s manual leaves off. Optional disk available with 
about 100 programs from the book. Optional 2-tape pack of 
programs. 

17 chapters and appendices cover these topics and more: 

BASIC programming and program design; 

Utilities and techniques to stretch 64 BASIC; 

Machine language course; 

How to mix BASIC and machine language; 

ROM guide, memory maps, etc; 

All aspects of graphics — modes, sprites, etc; 

Programming SID to get the sounds you want; 

Tape and disk handling — full explanation of all types of file and 
command; 

Games port, interface chips, interrupts, user port, etc; 

Peripherals — printers, plotters, modems; 

Appendices on opcodes, VIC-II and other chips, fast tape and disk 
loaders, etc. 

Programming The Commodore 64 (West). Published by Level Ltd 
(Computer Publications), PO Box 438, Hampstead, London NW3 
1BH. ISBN 0 9507650 2 3. UK/Europe price £14.90 each (plus £1 
post). From booksellers/dealers or buy direct. 

Programming The Commodore 64 Disk. Programs for the 64 — save 
keyboard entry time. ISBN 0 9507650 3 1. UK/Europe price £8.90 
each (plus 50p post). Order by mail. Book-style package. 
Porgramming The Commodore 64 Tapes. Selection of programs for 
the 64 on tape. Book-style package. ISBN 0 9507650 4 X. UK/Europe 
price £9.90 each (plus 50p post). Order by mail. 

Also available: 

Programming The Vic (West). Over 600 pages detailing this well- 
known computer. ISBN 0 9507650 1 5. UK/Europe price only £10.90 
each (plus £1 post). 

Programming The PET/CBM (West). Standard reference book 
on Commodore’s main business machines. ISBN 0 9507650 0 7. 
UK/Europe price now £18.90 (plus 50p post). 

Distribution by Biblios Ltd, Star Road, Partridge Green, Nr 
Horsham, W Sussex RH13 8LD. Enquiries: Tel. 0403-710971. 


From booksellers/dealers, or by direct mail:- 


r 


Qty Title 

Price 

Total 

Programming The Commodore 64 

£14.90* 


Programming The Commodore 64—Disk 

£8.90** 


Programming The Commodore 64—Tapes 

£9.90** 


Programming The VIC 

£10.90* 


Programming The PET/CBM 
* Add £1 per item post 
** (Includes VAT) Add 50p per item post 

Total post: 

Total enclosed: 

£18.90* 



Send cheque/PO payable to Biblios Ltd crossed ‘A/C Payee Only’ to 

Biblios Book Distribution, Star Road, Partridge Green, Nr Horsham, W Sussex 
RH13 8LD. 


Name/Organisation 
Address. 


■ CU0785 
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POWERFUL UTILITIES ™*~ 

THE BEST RANGE OF UTILITIES FOR THE 64. WRITTEN BY PROFESSIONALS—SOLD BY PROFESSIONALS 


DOUBLER 

The tape back up "device 

Doubler has been an enormous success 
and continues to sell very well. Why? 
Because it is the best product of its 
type on the market. Doubler uses a unique 
method that copies all types of 
software regardless of speed. It consists 
of hardware and software The 
software is the key part as unlike other pro¬ 
ducts of its type Doubler creates a brand 
new machine copy It is very easy to use 
and very successful. In fact our tests have 
proved that this "device'" can achieve 
100% success 

Requires access to two data recorders. 

ONLY £12.95 

Why settle for less—this is the best. 


ALIGNMENT PROBLEMS 

1541 PHYSICAL EXAM 

is you* 1541 healthy’ P 90 OH 

O* WOULD ITS PHYSICAL EXAM £. 0 U . U D 

LOOK LIKE THIS ONE’ 



Package includes: 

• True digital alignment disk with offset tracks 

• Quiet Drive stops to reduce need for 
continued realignment on old style drives. 


DISC DISECTOR V3.0 

Now the ultimate disc copying and utility program for 
the CBM 64 with 1541 disc drive has been improved 
even further As well as general improvements plus 
the addition of some useful utilities two important new 
programs have been added. 

The Evesham Nibbler 

This is the first copier of it's kind to appear on the U.K. 
market. It is a true nibbler (byte for byte) copier that 
will copy ALL DOS errors automatically This 
includes DOS errors 20-29 inc. plus non standard errors 
like half tracks, extra tracks, non standard sync, renum¬ 
bered tracks, etc. They are all treated as normal work. 
No knowledge is required at all it just "nibbles away" 
and produces a perfect copy. Yet it only takes eight 
minutes. Has copied all discs tested (except itself). 
A class above anything else available. 

Fast File Copier 

An incredibly handy selective file copier that LOADS 
and SAVEs at five times normal speed. Sounds useful? 
You won't believe how much until you have used it. 

As well as these programs "Disc Disector'' incorporates 
a whole host of useful utilities including the following. 
Fast Format, Selective Menu Maker, Disc 
Editor (new sophisticated machine code version), 
Scratch/Unscratch, Fast copy Rename, 

Fastload (four times faster), etc. etc. 

This program is an essential purchase for the 1541 
user ONLY £29.95 

Customers with earlier versions may return them along 
with £9.95 for "V3.0". 


"QUICKDISC+" 

Get a QUICKDISC+ cartridge plugged into your 
'64 and your 1541 will really start to perform So 
many features per pound (sterling) that you will 
hardly believe it. Includes the following.. 

Fast LOAD and SAVE (four to five times normal 
speed). Works with most protected software. Can be 
switched in and out from the keyboard. 

Fast Format takes just 10 seconds. 

Fast Backup copies an entire disc in four minutes. 
(Not protected software but ideal for your files etc.) 
Fast File Copier for selective fast copying. 
Improved DOS commands (DOS 5.1) makes for 
easy use of the disc drive, e.g. S(RETURN) will LOAD 
and display a directory without overwriting BASIC. 
SHIFT RUN/STOP will LOAD"0:*", 8, 1 etc. Very, 
very useful. 

Incorporates Centronics printer software 

(user port) with CMB graphics capability. See 
"Commodore Connexion" for suitable lead. 

A RESET switch is fitted on the cartridge which 
rounds off perhaps the most useful add on produced 
for the '64 in quite a while. 

Now the price. No not £49.95 it's not even half 
that much. Can you afford to be without 

° U,aDISC+ ONLY £19.95 

No extra connections are necessary with 
QUICKDISC+ and unlike most similar products it is 
compatible with printers and second drives. 


3M SCOTCH DISCS 

Lifetime guarantee Box of Ten 

SS/DD. £ 16.00 DS/DD. £23.00 


STILL POPULAR 

DISCO 

Still the best tape to disc utility for normal speed 
loading tapes. Simple to use but rarely beaten. 

ONLY £9.95 

FASTBACK 

Converts most slow loading tapes to "turbo" load 
Single and multi part. Very easy to use ONLY £9.95 
BIG MOUTH 

A superb text to speech synthesis program that is great 

fun to use Unlimited vocabulary. ONLY £7.95 
ROCKET 

A useful resident fastload/save utility for the '64 Handy 
for the programmer who hasn't a disc drive 

ONLY £7.95 

TAPER 

Tape copier for normal speed loading software Easy to 
use and very rarely beaten ONLY £5.95 

COMMODORE CONNEXION 
Software and cable for connecting any centronics 
type printer to the '64. Or use with Quickdisc+ 

ONLY £17.95 

QUICKDISC 

Speeds up disc loading by four to five times Includes 
menu maker and other utilities. ONLY £ 11.95 

AZIMUTH 300Q 

Allows you to check and realign your data recorder 
head alignment. Screwdriver provided. 

ONLY £8.95 

THE ANATOMY OF THE 1541 

Get to grips with your 1541 with this very detailed 
book Includes a full ROM disassembly 

ONLY £8.95 



DATA RECORDER 
A dedicated data recorder designed for use 
on the CBM 64 or Vic-20 Specification as 

C2N but with pause button. Model 
available for the PLUS4 or 16 at same 
price 

SATISFACTION GUARANTEED. 

ONLY £29.95 


All prices include P&P and VAT. Send cheque. 
Postal Order of Credit Card No. Credit Card orders 
accepted by phone. Callers welcome. Wide range 
of goods stocked. Trade enquiries welcome. Euro¬ 
pean orders send price as advertised. Outside 
Europe £2.00 for airmail. Mail order to Evesham 
Shop please. 



MICRO CENTRE MICRO CENTRE 


BRIDGE STREET, EVESHAM, 
WORCESTERSHIRE 
Tel: 0386 49641 


1 756 PERSHORE ROAD, 
COTTERIDGE, BIRMINGHAM. 
Tel: 021-458 4564 



[Company. 
: Address- 


There are thousands of Mr Fotherinstons throughout 
Britain who have to wait unnecessarily long for 
hard copy. 

If only they had access to more satellite printers. 
If only they could get their hands on Star's new 
SR-15. A dot matrix printer that not only sets new 
* standards in value and reliability it offers exceptional 
print quality. 

.. Compare the features'foryourself:- 
'• QNew NLQ font produces characters of near daisy 
wheel quality yet still offers 200 cps in draft mode 
'from a 9 wire print head. 

□ Compatible with IBM PCs and other micros at a- 
touch of a switch. 

□ 132 column width with automatic single sheet 
paper set and integrated tractor feed. 

, □ Wide range of character sets and fonts. 

International characters, italics and proportional 
spacing Can be selected on all modes. 

□ Exceptional value at £589. 

Fill in the coupon for full details and see what made 
us one of the leading ranges of computer printers in 
the USA in only two years. 


Please send me details of your comprehensive ranse of Star Computer Printers. 
Nam<? : _:_Postion-_T 


Star Micronics U.K. Ltd., 

Craven House, 40 Uxbridse Road, London W5 

WHEN WILL YOU BECOME A STAR WITH ONE OF OUR PRINTERS? 

























U ltimate Play the Game are the 
best software house in the 
country. 

Some people would have you 
believe otherwise — that Ocean, Acti¬ 
vision, or Beyond are as good — but 
to prove the point you only have to 
look at Ultimate’s track record. 

Jet Pac, A tic Atac, Sabre Wulf, and 
Knight Lore all number one hits. 
Under Wurlde, Alien 8, Staff of Kar- 
nathy Trans Am, Psst, Lunar Jetman, 
and Cookie all in the top ten. 

In 1984 they won the Computer and 
Video Games Golden Joystick Award 
for Game of the Year, and Software 
House of the Year. In 1985 they swept 
the board again — taking Game of the 
Year with Knight Lore and Software 
House of the Year. Knight Lore was 
also tipped to take the British Micro 
Computer Award for Game of the 
Year. 

No other software house — inclu¬ 
ding the imported wares of Epyx, Ac¬ 
cess, Broderbund, and Electronic 
Arts, can point to anything like this 
degree of success. 

So what makes Ultimate tick and 
what makes their games so good? 

To answer this question you have to go 
back five years to when the pay-per-play 
arcade games boom was at its height. 

The current directors of Ultimate were 
working for the leading arcade games firm 
— Associated Leisure. 

Brothers Christopher Stamper, Tim 
Stamper and colleague John Lathbury 
were the stars of the game design de¬ 
partment. 

Associated director Norman Parker was 
well aware of their talents and persuaded 
them to come with him when he left to set 
up his own firm — Zilec Electronics. 

It was in their time at Zilec that the now 
Ultimate Design team got their first real 
taste of success. 

They were no longer merely employees 
as Parker had made them into directors of 
the company. 

They programmed a total of twelve ar¬ 
cade games for Zilec — some real winners 
amongst the dozen were Gyruss and Blue 
Print. 

The names of the other games is a close¬ 
ly guarded secret though we do know that 
they were sold to some of the world’s top 
arcade game manufacturers. Konami and 
Sega have both marketed games originally 
designed by Messrs Stamper, Stamper, and 
Lathbury. 

It was an exciting time for the Ultimate 
boys. On one occasion John Lathbury got a 
phone call from Parker who was in Miami 
on business. “There’s a problem in Japan 
. . . the cocktail table version of Blue Print 
won’t work . . . I’ll meet you at Tokyo air¬ 
port tomorrow morning and we’ll sort it 
out”. Two days later Lathbury was back in 


If you thought getting inside the obelisk in Staff of Kar- 
nath was tough then let me assure you that extracting 
information from Ultimate Play the Game is infinitely 
more difficult. 

The leading games people have a simple way of deal¬ 
ing with press enquiries — a one word reply, NO. 

Can you tell us what your next game will be called? 
Can we interview your programmers? All these routine 
enquiries come up against the same stone wall resi¬ 
stance. 

All of this can make your average computer games 
scribe pretty irritated. After all, there’s you, the good 
punter, regularly handing over your tenners to put every 
single Ultimate game ever launched into the charts. Now 
you would think that in gratitude for this support 
Ultimate would let you know a little bit about them¬ 
selves. You would be wrong. 

To bring you this exclusive report our intrepid corres¬ 
pondent had to overcome obstacles far tougher than 
anything ever dreamt of by Sir Arthur Pendragon. 



A mere front, don't be fooled, it's impenetrable. 


Burton-on-Trent working on the next 
game. 

One trip that Tim Stamper made to 
Japan was not quite so memorable. “We 
went to a Suchi restaurant with some 
Japanese business men” recalls Parker . . . 
“They cook the food in front of you. One 
of the specialities is live shrimps that 
squeal when they are thrown into the pan. 
Tim took one look and his stomach turned 
immediately and he had to beat a hasty re¬ 
treat back to the hotel.” 

Whilst working at Zilec Chris, Tim and 
John travelled all over the world. 

“They saw all the best products from 
around the world . . . they learned their 


trade well”. 

Parker is reluctant to take any of the 
credit for Zilec for the later success of his 
ex-colleagues. 

“They would have learned their trade 
anywhere all three of them had tremen¬ 
dous talent — there was just something 
about them, you just knew they were the 
best and they knew it as well.” 

Neither John Lathbury nor the Stampers 
takes any credit for the Ultimate games. 
Ultimate credit all of their games to the 
team. This was also the way they worked 
whilst at Zilec. 

“They were all equally good. I can’t 
honestly say that one of them was a leader 
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ULTIMATE 


INSIDE ULTIMATE PLAY THE GAME 



or that one was better than another”. 

But if Zilec can throw no light on the 
way the Ultimate design team work we do 
have some clues from the descriptions of 
the directors in the legal documents signed 
by them all when the company was set up. 

Christopher Stamper and John Lathbury 
are described as “Software Engineers” 
whilst Tim Stamper is described as a 
“Graphic Designer.” 

There is also another designer involved 
as a director of Ultimate — Carole Ward — 
who is also the company secretary. 

There is therefore a fifty-fifty split bet¬ 
ween designers and programmers in the 
Ultimate team which is not very different 
from the way a number of larger software 
houses work. This is also the way Acti¬ 
vision produce their games — with de¬ 
signers concentrating on graphics, sound 
and music experts, and programmers pro¬ 
ducing all the code. 

A FAMILY FIRM 

Ultimate is often described as a family firm 
with Tim and Chris’s sister — Louise, now 
also working for the company. 

The family unit will soon be strengthen¬ 
ed further when Tim Stamper and Carole 
Ward get married in Leicestershire later 
this year. 


THE ULTIMATE EDGE 

If Ultimate work in a similar way to many 
other software houses it is difficult to point 
your finger at any one aspect of their work 
and say this is the Ultimate edge. 

I asked Norman Parker why he thought 
they were so good. “They are completely 
down to earth about games. They know 
what a game has to do to make money. In 
the arcades a game has to take money 
immediately or it will almost literally be 
scrapped. They learned this important 
lesson from the arcade business.” 

“Another important point is that they 
are more than just software people, they 
are also very competent hardware 
experts.” 

This point was stressed by successful 
games writer Tony Gibson who told 
Commodore User last'month about his 
knowledge of the Ultimate Design team. 
“They practically redesigned the Spec¬ 
trum processor to get it to do the things 
they wanted it to do. They are just very 
clever people ... I don’t mind admitting 
that they are better than me”. 

It is these techniques and the code used 
in their games that are the most closely 
guarded secrets of fortress Ultimate. 

To describe Ultimate’s head-quarters as 


a fortress is only a slight exaggeration. It is 
impossible to see through the thick 
perspex of the windows. All callers are 
questioned on an entry phone before being 
allowed admittance and the garages at the 
rear of the offices have a board up saying 
“Private Keep Out”. 


NOT ALL FRIENDLY RIVALRY 

Most of the UK’s other top programmers 
good naturedly acknowledge the success of 
the Ultimate Design team and have a huge 
amount of professional respect for them. 

But the Howard Hughes-style manner in 
which they deal with this success has also 
earned them their critics. 

The knives are always quickly drawn in 
some circles when there is any suggestion 
that Ultimate might have slipped up. 
Their withdrawal from the Soft Aid tape 
in aid of Ethiopia lead to charges of them 
being ‘Prima Donnas’ and ‘selfish’ and 
when Sabre Wulf was launched their se¬ 
quel to the enormous hit — A tic Atac — 
there were those who said it was just Atic 
Atac all over again in the jungle. 

Ultimate have never answered any of 
these charges. They really,don’t need to as 
the games buying public always provided 
them with the best possible answer to their 
critics — a string of hits. 


64 GAMES DELAY 

64 owners have had to wait a long time for 
their first Ultimate game. Shop keepers 
were baffled as to the reason why no 64 
versions of Jet Pac , Sabre WulJ or Atic 
Atac were never produced when they were 
getting dozens of requests every Saturday 
from eager 64 owners. 

The reason has now been revealed. 
Rather than going for conversions Ulti¬ 
mate have developed completely new 64 
games. The first of these Staff of Karnath 
— was an instant hit and has now been 
followed by the equally successful 
Entombed. 

Entombed and Karnath introduced the 
games hero Sir Arthur Pendragon — the 
eccentric archaeologist explorer. 

You can expect to see Sir Arthur in a 
third game as Ultimate tend to do this type 
of game in threes. 

64 owners are also going to get some 
conversions as the rights to Sabre IfW/and 
Underwurlde have now been sold to Fire 
Bird who will launch the games in the 
Autumn. 

Ultimate have made a slow start in 
the 64 games market but now that 
they are here the days of the best 64 
games coming from across the Atlan¬ 
tic could be over. E 
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A LOOK AT COMP-U-CARD 


Compunet isn't just about down¬ 
loading software for your Commodore 
64, messing about in The Jungle and 
accessing loads of information. You 
can do your shopping with it by 
accessing the Comp-U-Store section. 

So what is it and how do you use it? 

Does the thought of wandering a 
crowded High Street in search of a new 
washing machine. Hoover or computer 
printer make your feet start aching in 
anticipation? If it does, you're just the 
person Comp-U-Card is looking for 

For the last two years, Windsor- 
based Comp-U-Card Limited has been 
providing users with a service that lets 
them use their telephone to choose and 
buy from a huge range of household 
electrical appliances. That may be 
shopping he hi-tech way, but you'll 
need to fork out £20 for membership. 

Now, that same system is available 
to Commodore 64 owners who are 
members of Compunet. It's called 
Comp-U-Store. 


WHAT IS 
COMP-U-CARD? 


Before we delve into Compunet, let's 
find how the original system works. 
Take the case of Joe Public who wants 
to buy a new telly. He phones the 
friendly Comp-U-Card operator to 
elicit more information. 

Does Joe want a colour or 
monochrome model? Is he looking for 




a portable or a megascreen job with a 
remote gizmo and teletext? The 
operator swiftly feeds this data into the 
terminal and before you can say Sony 
Trinitron, Joe is told of all the models 
that fit the bill, together with a descrip¬ 
tion and the price. 

If the price is right, he pays either by 
cheque or credit card and his new TV is 
delivered to the doorstep within three 
weeks. 

On the whole, British shoppers usual¬ 
ly aren't so vague about their pur¬ 
chases and generally have a good idea 
of what they're looking for. So Comp- 
U-Card accommodates that by work¬ 
ing in a number of ways. 

A man wants to know the price of a 
lawnmower, but he already knows the 
manufacturer, model number and 
price. So he quotes that lot and im¬ 
mediately gets a price he knows is bet¬ 
ter than all the garden centres he's 
scoured. A successful sale. 

A woman wants a Minolta camera; 
again she knows the model number. 
Comp-U-Card confirm they have it and 
quote a price. She notes it down and 
goes to check out the local camera 
shops. If she can't find it cheaper, she'll 
be back to order. If she can, then it's 


How Comp-U-Store On Line 
works via Compunet 
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one nil to Dixons and time for Comp-U- 
Card to review its camera prices. 

That probably doesn't happen often. 
Comp-U-Card has a good pricing 
policy and painstakingly logs 
members' comments. On that basis, 
some two thousand price changes are 
made each week. 

If customers do discover that they 
could have bought cheaper elsewhere, 
the difference is refunded. Moreover, 
if you don't reckon you've saved your 
£20 membership fee by the end of the 
year, that also gets refunded — but 
don't bother joining again. 


COMP-U-STORE 

Now that you know what it's all about, 
how does the service operate on the 
Commodore 64's Compunet network? 
Comp-U-Card has been available on 
Compunet in the form of Comp-U- 
Store since January of this year. 

Again you pay the £20 membership 
fee but what's exciting about doing it 
this way is that you gain access to ex¬ 
actly the same database that Comp-U- 
Card operators use for their phone-in 
customers. 

Once on-line, you can use the pro¬ 
gram's search facilities to find the pro¬ 
duct you're looking for. The software is 
fairly user-friendly so there's little 
chance of getting bogged down and 
you should find what you're looking 
for easily and quickly. 

To buy something you must enter 


your credit card details or send Comp- 
U-Card a cheque, though you'll have 
to wait a little longer for the delivery. 
Comp-U-Card will deliver anywhere in 
the country so there's no problem sen¬ 
ding a piano to your aunt in John 
O'Groats they'll even tune it for her. 


COMING SOON 

It can't be denied that Comp-U-Store is 
an exciting and useful application for 
your Commodore 64. That excitement 
is reflected in the attitude of John 
Slater, its well-built and well-dressed 
general manager. Despite the futuristic 
nature of the business. Slater is in no 
doubt as to where his responsibilities 
lie. "My job is to profitably exploit the 
Comp-U-Card concept", he enthuses. 

And to leave us in no doubt what 
that means, he launches into a descrip¬ 
tion of the schemes afoot to get a 
Comp-U-Card in your pocket. 

One way of doing this is to expand 
the service itself. According to David 
Wilcox, the company's marketing 
man, the company is adding to its ex¬ 
isting 20,000 product range at the rate 
of 200 per week. There's also plans to 
diversify the range into sports goods, 
clothing and eventually even cars — 
but will you get a test drive? 

The company has already 
negotiated with TV rental firm, DER, to 
do a joint marketing venture. Rent a 
DER telly and get a special deal on 
Comp-U-Card. The company is also 


working on a deal with a major credit 
card firm: the dual purpose credit 
card. One side would be the usual 
credit card, and on the other (surprise, 
surprise,) Comp-U-Card. The idea is 
obviously to combine spending power 
with the actual means of spending it. 

But the most revolutionary idea 
they've dreamed up so far is the Shop¬ 
ping Machine. A transatlantic import, 
the machine looks like an overgrown 
Space Invaders console, and is im¬ 
pressive enough for the likes of Tomor¬ 
row's World, on which it has just made 
an appearance. 

It consists of an interactive laser disk 
video system and a terminal hooked in¬ 
to the Comp-U-Card database. You 
browse around what's on offer, get a 
video demo and if you decide to buy, 
you slip your little piece of plastic into 
the card reader slot — and hey presto. 
The device is already working and 
should be making an appearance in 
'selected stores' by the autumn. 

You'll find the link to Comp- 
U-Store on page 310 of Com¬ 
punet. If the idea of teleshop¬ 
ping appeals to you, you can 
contact Comp-U-Card at 
George V Place, 4 Thames 
Avenue, Windsor, Berks. Tel: 
0753568191. □ 


by Ken McMahon 




























BACK-UP PROBLEMS 


nr! i Himl Enables the quick and easy creation of back-up copies of all 

U\sL I U Ual Turbos, M/Code, Data Files etc. If your program can be loaded 

DatBSGttB it will de transferee! exactly on a second datasette. Does NOT 

uataocuc require software or modifications to your computer. ORDER AS 

Interface dcli price £i °°° < cbm 64 & Vic 20) 


QQI A AlidiO A deluxe DCL1 with added facilities so that back-ups can be 
made using one audio cassette and one datasette, or with two 
R6C0rd6r datasettes. LEDs indicate when data is being received from 

tape. This unit can be left permanently connected to the 
Interface computer, the LED indicating when data is being sent from the 

datasette, very useful for finding the start of data. Ideal for 
anyone with only one datasette and one audio casette. ORDER 
AS DCL4. Price £18.00 (CBM 64 & Vic 20) 


1541 GT LOADER CARTRIDGE 


1541 GT Disk This CARTRIDGE will enable your 1541 disk drive to load 
approximately 4 times faster and is compatible with most 
Loader commercial software. Although there are slightly faster turbo 

disk loaders available, TRIGSOFT’s GT LOADER is the only one 
Cartridae ( that we are aware of )that retains full disk error checking and 

* as it is a cartridge it is alwsys available for instant use. 

Abbreviated LOAD/SAVE commands are ‘built in’ e.g. typing 
LOAD” filename will load file etc. Typing LOAD”$ will display 
the directory to the screen without affecting basic memory. An 
ON/OFF switch is fitted so there is no need to remove it in the 
unlikely event of software conflict. Just think, from the moment 
that you turn on, you will be able to load programs 4 times 
quicker. ORDER AS GTLOADER. Price £20.00 (CBM 64 with 
1541 disk) 


DIZCCT-1 This reset unit plugs into your computer enabling a reset 

1 ** without erasing the program. ORDER AS RESET1. Price £3.00 

(CBM 64 & Vic 20) 


** 10 DAY MONEY BACK GUARANTEE ** 

We will refund your payment less postage if any hardware item is returned 
undamaged within 10 days. 

ORDERING: ALL PRICES INCLUDE RECORDED DELIVERY & ARE FULLY 
INCLUSIVE (overseas add £1.00). 

Send to mail order depts at either Bradford or Grimsby. 


TRiGSOFT Dept CU 
29 Holme Lane, 
Bradford, BD4 0QA 


TRIGSOFT Dept Cu 
161-163 Rutland Street, 

Grimsby, S. Humberside, DN32 7ND 
Tel. 0472 48034 


Bradford dept for mail order only. Callers welcome at Grimsbly dept. 
Please send SAE for free catalogue 


For Your 64 

The Ultimate COPY Utility Programs 
Now you can back up your protected software 


COPY PLUS 

• Nibble Copy 

Program 

• Disk Speed 

Utility 

• Bulk Erase 

• Quick Scan 

• Nibble Editor 

Disk £10.95 inc. p&p 


TURBO PLUS 
Will Copy:- 

• Burner Loader 

• Flash Loader 

• Mono Load 

• Fast Load 

• 1-0 Ports 

Tape £9.95 inc. p&p. 


Overseas orders please add £1.00 
Send cheque or P.O. to: 



micFO-inTELsra ltd 


66 PORTSEA HALL, PORTSEA PLACE, LON DON W2 2BY. 
(Brighton) 0273 205099.Telex: 299067 SLAVEG attn: QUALITRADE 



LIGHT PEN 

FOR 

COMMODORE 64 . ft _ 

m £14-95 

AND VIC 20 inc. VAT and P&P. 

(FOR USE WITH SUPER EXPANDER) 

QUALITY PEN PLUS A FIRST CLASS PROGRAM. 
THE BEST VALUE PEN PACKAGE AVAILABLE. 

• DRAW LINE • GAMES PLAYING 

• DRAW PICTURES FREEHAND 

• DRAW BOX • SAVE & LOAD 

• DRAW CIRCLE • COLOUR FILL 16 colours 

Send Cheque or Postal Order for immediate supply. 


Mail Order and Export 
Enquiries welcome 

All pens manufactured in the UK 

EAS 

by TROJAN 

International, 

83 Glen Road, 
West Cross, 

Telephone: Telex: 

Swansea SA3 5PS 0792 403613 48183 Rogers 


C L U B 6 4 

AN INTERNATIONAL USER GROUP 
FOR CBM64/1541 OWNERS 

If you are a C64 (Cl 28) user and you have a disk 
drive or a modem you are invited to join CLUB64. 

CLUB64 is a unique user group and as one of our 
aims is to make quality Public Domain software 
available at the lowest possible cost every new 
member may order free of charge any 3 disks from 
our excellent library. 

Most disks feature between 10 and 30 programs. We 
have one of the best general purpose (300 and 1 200 
baud) communications packages available for the 
C64, a good cataloger disk, 6 COMAL disks, Disk 
Utilities, Educational software, games, graphics, 
music and tutorials. 

Annual membership ... £1 2 UK and Ireland. £1 5 
Europe and £20 all other countries. We will accept 
cheques and Postal Orders and it should be noted that 
when you order the free library disks we will cover 
postage costs and supply the blank media. 

Use the following online services to contact us. 
COMPUNET . . . WJM2, PRESTEL (UK) . . . 

1 1 3530045, MICRONET (Ireland) ...111201. 
SOURCE (USA) . . . BDE408, COMPUSERVE (USA) 

. . . 701 17,715, TELECOM-GOLD . . . MAG60012. 

CLUB64, 85 UPPER DRUMCONDRA 
ROAD, DUBLIN 9, IRELAND 



£14-95 

inc. VAT and P&P. 
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With Summer well and truly upon us, everyone who can wave a racket, 
throw a ball and cast a rod is out soaking up the sun and getting sweaty. This 
is reflected in our games this month. Activision are the main house who 
would make us down tools and stay in darkened rooms waggling joysticks. 
They're offering American Football, baseball and tennis. Our major sporting 
coup is a comparison of cricket games, with Supersoft's Graham Gooch's 
Cricket as the excuse. There's also a simulation of Britain's biggest sport — 
fishing. Our other scoop is an exclusive review of Melbourne House's exoti- 
cally titled Way of the Exploding Fist, a spectacular karate game. Also review¬ 
ed is Anirog’s fighter plane simulator and a zapping game which lets you puff 
blowdarts at the nasties, Amazon Warrior. 


Tim Love's Cricket 
Commodore 64 
Peaksoft 
Price £8.95/cass 



Presentation: 

■■■■ 

Skill level: 

■■■ 

Interest: 

■■■LlC 

Value for money: 

■iiq: 



Cricket 64 
Commodore 64 
CRL 

Price £7.95/cass 


Supersoft's new release, ex¬ 
clusively previewed to Com¬ 
modore User's cricket cor¬ 
respondent, has provided the ex¬ 
cuse for a pixel and willow 
round-up of the available titles. 

Old stalwarts are Tim Love's 
Cricket and CRL's Cricket 64, 
whilst the new pretender is 
Graham Gooch's Cricket. All 
three combine in some way 
simulation and strategy, 
however only Tim Love's and 
Graham Gooch's provide the ex¬ 
tra element of arcade games- 
play. 

Cricket 64 is the simplest of 
the three. It allows you to choose 
teams and then proceeds with a 
bird's eye view of a randomly 
generated game. You are asked 
after each shot whether you 
wish to run (Y/N) and you 
answer depending on the posi¬ 
tion of the ball and the fielder 
who is activated. The game is 
thus lacking in variation and not 
really to be recommended 
because of its constricting 
limitations. 


Graham Gooch's 
Cricket 

Commodore 64 
Supersoft/Audiogenic 
Price £9.95/cass 


Presentation: 


Skill level: 

mmmmiz 

Interest: 

■■■■ c 

Value for money: 
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The other two make definite 
attempts to provide as realistic 
an experience as can be digitally 
achieved. Gamesplay and scor¬ 
ing is as close to the real thing as 
possible. Where they differ is in 
the quality of the finishing and 
the attention to detail. 

Graham Gooch's Cricket at¬ 
tempts to provide you with a 
dose of the real game. It has two 
modes: simulation and arcade. 
With the former you choose your 
sides and, on the information the 
computer already has about bat¬ 
ting skill, bowling prowess and 
so on, a game will ensue that is 
as near to watching cricket as I 
could have thought possible. 

Speed, atmosphere and run 
rate are all carefully imitated. 


Your only control is whether you 
wish to increase the aggression 
of the batsman or bowler. Other¬ 
wise you sit back and watch it 
unfold. It sounds a bit boring, but 
in fact it's so good as to be 
thoroughly absorbing. There is 
also an option to program your 
own team into the computer. 

For my own part I was more in¬ 
terested in the arcade potential 
of Supersoft's game. And here is 
where comparisons can be 
drawn with Peaksoft's inter¬ 
pretation. When you bat in Tim 
Love's Cricket the bowler 
releases the ball and the screen 
scrolls to the other end where 
the batsman waits. On the lower 
skill level a dot shows the direc¬ 
tion and pitch of the ball. You 
then move your batsman up and 
down the pitch. The ball tends to 
hit the bat which you simply 
move up or down. In com¬ 
parison, in Graham Gooch's 
Cricket when the ball is bowled 
the batsman moves into position 
and his shot is determined by the 
timing of your strike upon the fire 
button. Good co-ordination will 
have your man cutting and pull¬ 
ing in text-book style. 

The games are also distin¬ 
guishable in the field. Whereas 
Supersoft's version moves men 


Presentation: 

■■■CC 

Skill level: 

WMfZDC 

Interest: 

mmccc 

Value for money: 

■■ccc 


towards the ball without you do¬ 
ing anything, Tim Love's Cricket 
goes through a rather laborious 
process of choosing a fielder 
with the joystick each time the 
ball is struck. 

What really separates the 
games is the graphics. Tim 
Love's Cricket is by no means 
poor, but the care and quality ex¬ 
ercised over Supersoft's game is 
far superior. In Tim Love's 
Cricket the bowler is a blur of 
pixels as he runs up, whereas the 
stroke-making batsman in 
Graham Gooch is a smooth, fluid 
piece of graphics. It really is a joy 
to watch. The latter game also 
has sound along the lines of 
'Howzat', and 'No ball'. 

Tim Love's Cricket has proved 
very popular since it was launch¬ 
ed and rightly so, but it'll have to 
step down now Graham Gooch's 
Cricket has arrived. Supersoft 
told their programmer they 
wanted a cricket game the equi¬ 
valent of International Soccer 
and after twelve months' hard 
work they got it. [MU 
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Jumpjet 
Commodore 64 
Anirog 

Price £9.95/cass 
£11.95/disk 


This is Anirog's Falklands in¬ 
spired answer to Fighter Pilot. 
The FI 5 Eagle is replaced by Bri¬ 
tain's VTOL Harrier Jump Jet. 

The first thing to note is the 
different controls and style that a 
jump jet has when compared to a 
normal fighter. Whereas the FI 5 
and other jet aircraft gain lift 
from the wings and thrust from 
the jets, a Flarrier's jets can be 
altered to point in different 
angles. This is reflected in the 
program. 

The initial display is of your jet 
on the carrier waiting to take off. 
Lifting off is simple and once you 
have gained enough height you 
will see a split screen. Move off 


the screen and you see a nice 
seaview with scrolling clouds 
and lapping waves. It's advis¬ 
able, though, to practice landing 
back on the carrier before you 
stray too far in search of trouble. 

Instrumentation is, of course, 
crucial as in most flight pro¬ 
grams. As you see from the 
screen shot you have all the nor¬ 
mal dials for altitude and fuel and 
artificial horizon and so on. Don't 
forget to lift your flaps and 
undercarriage after leaving the 
ship and most important of all, 
you'll have to change from ver¬ 
tical thrust to 45° or forward 
thrust. Now you're ready to hunt 
the enemy down. 


This is where the similarity to 
Fighter Pilot is most apparent. 
Your enemy is indicated on the 
radar by a small yellow triangle. 
Bank the plane round until the 
triangle is directly under the ver¬ 
tical line on the radar and set up 
your sight and arm your missiles 
by typing M. You have to bear in 
mind that the enemy has as good 
a weapons system as you so you 
can't mess around too much. 

Once you're within a couple of 
miles the triangle disappears off 
the radar and you have visual 
contact. Follow your target 
quickly and smoothly. As soon 
as you have him even half in your 
sights fire. 


— 



Quasimodo 
Commodore 64 
US Gold 

Price £9.95/cass 


The box of Quasimodo proclaims 
in a pretty gold rosette that the 
game is a "US Gold/Ocean pro¬ 
duction'. Seems strange this, as 
Ocean have already produced a 
successful version of the popular 
arcade game — Hunchback. 

A couple of minutes' play and 
you soon realise that the new 
game owes nothing other than 
its title to the famous Victor 
Hugo book. 

No quest to rescue the angelic 
Esmerelda here — just a search 
for three jewels stolen by the 
forces of evil. 

To 'preserve mankind' you 
have to return the jewels to their 
rightful places before the soldiers 


in the castle pin you to the wall 
with one of their arrows. 

The opening screen is ex¬ 
cellent fun. It's one of those 
panic games where the soldiers 
are attempting to scale the ram¬ 
parts. They are rushing up four 
ladders. Chuck cannon balls 
down to knock them off. This 
part of the game was over all too 
quickly for me. I could have 
played it for hours. 

Luckily there is more fun 
ahead. Level 2 is a climbing 
scene. To make your way around 
the ramparts you have to start 
ringing those bells as you swing 
from rope to rope. 

You would think that just 


about everything that could 
possibly be thought of to jazz up 
climbing games has now been 
thought of. Not so — as Quasi¬ 
modo manages to come up with 
a really clever play element. 
When you swing on a rope you 
have to listen to the ringing of 
the bells. When it is really loud 
and fast you know that you have 
sufficient momentum to make 
your leap safely. 

As you travel you have to 
place the stolen jewels in their 
cases. The third and final jewel is 
at the top of a rampart. You have 
to scale this — dodging the ar¬ 
rows from the soldiers above, 
and avoiding the bowls of boiling 
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Beach-Head II 
Commodore 64 
US Gold 

Price £9.95/cass 
£14.95/disk 


Having angered Birmingham's 
CND supporters with the con¬ 
troversial Paid Over Moscow, 
Bruce Carver is all set to do it 
again with the sequel to the enor¬ 
mously successful Beach-Head 
Beach-Head II is another all¬ 
action, no holds barred, arcade- 
style war game. When I say war 
game I mean just that. This game 
has nothing to do with the move¬ 


ment of troops and mastermind¬ 
ing grand military strategies. This 
is about combat. Just grab your 
joystick and get stuck in. Sub¬ 
titled "The Dictator Strikes 
Back", this is a classic goodies 
against the baddies head-to- 
head. 

Nowhere in the packaging 
does it specifically mention that 
the baddies are the Russians — 
it's just if you choose to be the 
baddies you control a red combat 
soldier. The "dictator" is holding 


Allied soldiers as hostages 
captured in the first game — 
it's your job to rescue them. To 
do this you must first send in 
your paratroopers to take the 
enemy machine-gun pill-box. 

This screen features some 
pretty impressive speech syn¬ 
thesis — the first time this 
been used ip a Bruci_C4rver 
game. When a para gets hit he 
lets you know with an anguished 
cry of "I'm hit". 

Even Bruce Carver himself is 
slightly concerned about the 
realism of this screen. "Some 
mothers may object to the 
realism of this scene . . . it's the 
only part of the game that caus¬ 
ed me much soul-searching." 

Once the paras have taken the 
gun they then have to get the 
hostages out of the compound. 
Dodge enemy flak, tanks and 
mines to free your countrymen. 

If you manage this you go on 
to the chopper challenge where 
you attempt to get your men out. 
This is a bit of a gamble because 
the enemy can choose how 
tough an escape route to give 
you. 

If you try to get them all out in 
one run then you risk losing them 
all if the Dictator gives you his 
toughest ride. 

The final screen is a Frankie 
Goes to Hollywood- style con- 
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Graphics aren't as great as 
they might be, although they are 
more visually interesting than 
your average flight simulator. 
The novel aspect, though, is the 
sound produced with Anirog's 
own Voicemaster. You get 'May- 
day! Mayday! I'm baling out!' 
and 'Welcome home!' when you 
land back on the carrier. All in all 
a good simulator but one which 


adds little to Digital Integration's 
Fighter Pilot except a change of 

scenery. 

nvTp 
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oil being flung from the windows. 

A mere three levels of play 
doesn't seem like much in com¬ 
parison with some of the huge 
arcade games now being launch¬ 
ed — Brian Blood Axe and 
Strange Loop for example have 
several hundred each. That said, 
the little that is available in 
Quasimodo is of an extremely 
high standard. It's pretty simple 
but well put together and good 
fun to play. Bit pricey though at 


nearly ten quid. 

m 
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frontation between the two 
leaders. Commander Stryker of 
the allied forces has tracked 
down the Dictator in his under 
ground HQ. They face each other 
across a gaping chasm. By 
throwing Commando knives at 
your enemy you attempt to kill 
him — forcing him into the 
chasm with an Impossible 
Mission-Wke scream of "Aaah". 

The first impression of Beach- 
Head II is likely to be one of dis¬ 
appointment. It lacks that one 
graphically superb screen — like 
the sea battle in version one — 
for a main selling point. 

This is a pity because the 
game itself is much more 
playable than the original. The 
head-to-head option is the best 
way to play the game — giving 
you a totally different game 
depending on whether you play 
the Dictator or Commander 
Stryker. 

Beach-Head II is as playable as 
Raid Over Moscow and more 
playable than Beach-Head /. 
Graphically it is not up to the high 
standard set in those two games, 
but if you loved mark I this se¬ 
quel will not disappoint you.! E.L 


Presentation: ■■■■ 
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Way of the Exploding 
Fist 

Commodore 64 
Melbourne House 
Price £9.95/cass 


Way of the Exploding Fist is the 
first ever Karate simulation 
game. Inspired by the hit arcade 
game Karate Champ, "Fist" — 
as Melbourne House are calling it 
— looks certain to be a, big hit 
with 64 gamers. 

Arcade game conversions 
have been pretty thin on the 
ground this year so far. Daley's 
Decathlon was the last big hit 
that owed a lot to an arcade 
game. 

With no less than sixteen dif¬ 
ferent Karate moves to imple¬ 
ment with your joystick this real¬ 
ly does have the feel of the mar¬ 
tial art. 

Your objective is to become so 
skilled in the martial art that you 
win the ancient honour of 
"Shaolin Monk". 

This will not be easy. Anybody 
who has ever done any karate 
will tell you that it is a long and 
competitive route to honours. 

It is equally long and com¬ 
petitive in the game. Set in a 
tournament situation you pitch 
your skills against a friend or the 
computer. 

Melbourne advise that as in 
the true way of the orient the 
way to outwit your opponent is 
not always through aggression. 

Certainly speed of reaction is 
only a small element of the skills 
required to become a 64 Shaolin 
Monk. More important is to 
master control of the joystick to 
give you the maximum number 
of moves in your repertoire. 

There are no less than eight 
different kicks to be mastered — 
representing the eight possible 
positions of the joysticks. 

Some of these kicks are more 
difficult to master than others. 
The flying kick will take a great 
deal of practice. 

There are also four different 
punches, somersaults, and 
blocks to master. 

Some of these moves — when 
nicely executed — are truly spec¬ 
tacular. The use of large 
characters — about an inch and a 
half in height — enables you to 
see clearly each kick, chop, 
block, or punch. 

All of this superb animation 
takes place against several 
scenes from the orient — 
beautifully drawn and full of the 
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bright colours of the east. 

Add to this an authentic piece 
of Chinese-style background 
music, dull thuds as punches hit 
their targets, and shouts and 
cries from the opponents and 
you have one of the best games 
launched this year. 

Must be a strong contend er for 
an award. I L.S 


Top: opening scene before the 
Pagoda 

Centre: squaring up on the 
beach 

Bottom: final ccreen — inside a 
Chinese restaurant in Soho(?) 


Presentation: 
Skill level: 
Interest: 
Value for money: 
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SPECTRUM 48K • COMMODORE 64 


ONLY 


9-95 


Extraordinary Arcade Animation 
An amazing journey to the centre 
of the Pleasuredome 
Discover the secrets of the 
final screen! 


FREE! FREE! FREE! 

Unique LIVE recording of RELAX, never released in the U.K. 
Exclusively from lOCCCnl in [data-Knel ® twin cassette pack. 


Ocean Software Limited 
6 Central Street Manchester M2 5NS. 

Telephone: 061 832 6633 

Ocean Software is available f rom sele cted branches of: 

!MHXIlMMinf,WHSMITH,^BB3a,(^),LASKYS, 

Rum be lows, Spectrum Shops and all good software dealers. 























































Screen Scene Screen Scene Screen Scene 


it 



Everyone's a Wally 
Commodore 64 
Mikro Gen 
Price £9.95 


Mikro Gen have taken five 
Wallies and one Wallette and 
built an arcade adventure around 
them. 

Wally made his first ap¬ 
pearance in Automania, and Py- 
Jamarama. He has now been join¬ 
ed by Wilma, Herbert, and Tom, 
Dick, and Harry to form the 
Gang. 

The Gang are Wally's family 
and in this game he has to break 
into a safe in the local bank in 
order to get money to pay them 
for work they have carried out 
for him. 

First each character must do 
his work. Wally is 'the gaffer' 
and he must see to it that Dick 


the plumber, Tom the punk 
mechanic, and Harry the hippie 
electrician all get their work done. 

Wilma is Wally's wife and she 
has been given the job of shopp¬ 
ing (don't bother to write and 
complain girls. These guys really 
are Wallies. They think being 
sexist means they might have an 
outside chance of appearing on 
page 7 of their favourite news 
paper as a Sun Fella). 

Herbert is a baby and he is no 
use to you. Avoid contact with 
him as he drains your energy. 

The individual tasks are the 
main play-challenge of the game. 
And pretty tough they are too. 
For each job you first have to 


assemble the tools you need. In 
many cases you will have to find 
your way around Wallytown to 
locate them. 

It would spoil the game if I 
were to tell you how to work out 
any of these puzzles, but the 
Wally song on the flip side of the 
cassette is worth listening to. 

It was a difficult job to make a 
game based on something as 
contrived as Wallyism but Mikro 
Gen have managed it admir ably. 

m 


Presentation: 
Skill level: 
Interest: 
Value for money: 



Hustler 

Commodore 16 
Bubble Bus 
Price £6.95|cass 


If Daley Thompson's Decathlon 

or Jonah Barrington's Squash 
sound a bit too energetic for you 
then perhaps Hustler is more 
your kind of armchair sport. The 
nearest your likely to get to Den¬ 
nis Taylor's snooker, Hustler is a 
pool-type game converted from 
the 64 on which it was im¬ 
mensely successful. 

As conversions go it's hard to 
fault. The graphics and colour, as 
before are excellent and, as on 
the 64, six different game op¬ 
tions are available. There are 
three games for one player and 
three in which two can par¬ 
ticipate. The degree of difficulty 
varies in the different games. 


If you're playing on your tod 

you get the option to put any ball 
in any pocket, pocket the balls in 
order, or put each ball in a par¬ 
ticular pocket. Two players get a 
slightly more interesting 
scenario. Each ball in its own 
pocket, mini pool — like the real 
thing, or a game where one 
player pots the balls in ascending 
order the other in descending 
order. 

Cueing is executed by posi¬ 
tioning a cross over the ball and 
hitting the fire button. You can 
apply side and screw by using 
the function keys. 

Similar games had a spate of 
popularity in pubs about three 


years ago. Unfortunately, it only 

lasted about three weeks, I 
guess people decided they 
preferred The Real Thing (that's 
the one where you end up argu¬ 
ing about the rules). As that op¬ 
tion doesn't usually exist in your 
living room I think Hustler will 
have a more lasting appeal. ron 


Presentation: 
Skill level: 
Interest: 
Value for money: 
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Blagger 

Commodore 16 
Alligata 
Price £6.95 


Seems like the software houses 

can't convert their successful 64 
games to the 1 6 quick enough. 
This of course is nothing but 
good news for games hungry 
Cl 6 owners. The latest piece of 
good news comes in the form of 
Blagger, from Sheffield software 
house Alligata. 

It's platform time igain as you 
are cast in the role^of Roger the 
Dodger. Not the naughty Beano 
boy, but the even naughtier, not 
to say villainous master burglar. 
You must work your way from 
screen to screen collecting the 
golden keys located in the usual 
incredibly inaccessible places. 

Once all the' keys have been 


collected it's off to the safe 

which gains you access to the 
next screen. Points are awarded 
per key collected and a bonus is 
given for completing a screen in 
superquick time. Roger, having 
four lives is obviously no cat 
burglar (sorry), but gains an extra 
one for every ten thousand 
points scored. 

To be honest I find these type 
of games infuriating and at times 
utterly soul-destroying. It takes 
you half an hour to work out ex¬ 
actly when and where you have 
to jump to avoid being zapped by 
some gremlin or other, non¬ 
chalantly strolling around the 
screen. Then when you do work 


it out it's on to the next screen 

only to be wiped out in a matter 
of seconds due to total ignorance 
of what's coming at you and 
where it's coming from. Then 
you're back to square one and 
it's no easier the second time 
around, or the two hundredth for 
that matter. Still, I suppose 
that's the appeal of it really. 
Blagger's great and I'll play it till 
the cows come home, but I hate 

it. Bug 


Presentation: 
Skill level: 
Interest: 
Value for money: 
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The Captive 
Commodore 64 
Mastertronic 
Price £ 1.99/cass 


"The Prisoner", as the author 
now signs himself, also wrote 
Spooks and I can't help but 
notice his fingerprints all over 
this follow-up. The format is so 
similar that the two programs 
could be Siamese twins — not 
that that matters if you drool 
over puzzle-trail style games. 

After the title page has faded 
away you find your alter ego 
standing in the middle of the 
Glen of Coloured Corpses, 
wishing he was somewhere else. 

That's where your acumen as 
an arcade adventurer really 
comes into its own for you 
realise that by careful acquisition 
and use of objects and artefacts 


plus full mobilisation of your 

pathfinder capabilities, a way out 
can be found. Hitting the fire but¬ 
ton or the space bar switches the 
control modes of command and 
inventory 

The display switches from a 
four-way scrolling representation 
of the unfriendly environment, 
tangled woods and old buildings, 
both hiding the lurgie 
messengers of doom, and the 
command action screen. 

Various fruits can be picked up 
to sustain you on the journey to 
the castle, which apparently is 
the gateway to civilisation, as 
well as three objects to help you 
surmount the sundry obstacles. 


Now what would you do with a 

blue key? 

Confirmed adventurers will 
look down their noses at this 
one. Obviously it is aimed at the 
gamester who is ready to splash 
out £2 just to sample life beyond 
blasting and as such it's not a 
bad introduction to that sty le of 
game. I l.S 1 


Presentation: 
Skill level: 
Interest: 
Value for money: 
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Web Dimension 
Commodore 64 
Activision 
Price £10.99 


Web Dimension is difficult to 
pigeonhole because, like 
Psychedelia, to which it has 
similarities, it doesn't drop into 
any convenient categories. Acti¬ 
vision describes it as an 'evolu¬ 
tionary experience'. There is no 
beginning, no end and no rules, 
all of which is rubbish, because 
there is all of these things. 

There are three phases all bas¬ 
ed around the web of the title. 
You begin with a grey web and a 
number of organisms which shift 
around it, painting colourful 
paths as they go. You have a 
musical note which you move 
around with the joystick. Your 
object is to reach the nodes of 


the web before an organism 
does, thus freezing it. That's not 
quite as easy as it sounds, 
because should you run into the 
coloured path of the organisms 
there's a burst of light and you're 
back to the beginning. Im¬ 
mobilise them all and it's on to 
the next phase. 

In Phase two the web is blue 
and you have to stabilize the 
energy clutters by moving over 
them. This time you're painting 
the coloured trail, and if you 
cross it you get that cosmic flash 
of light. 

The final phase includes level 
after level of sparkling creatures 
and groovy music, evolving from 


the web. Wacky. Quite whether 
it has any lasting appeal I'm not 
sure, the colours are good and 
the music is, as it was in Rock 7?' 
Bolt excellent, but its lack of any 
really appealing gamesplay may 
prove limiting. If a truly addictive 
little game was lurking among all 
that sound and colour I'd say it 
was a great game, but it's j ust a 
rather expensive novelty. nvTPi 


Presentation: 
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Skill level: 
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On field Football 
Commodore 64 
Activision 
Price £10.99 


American Football is a minority 
interest in the U.K. to say the 
least. Can there be more than a 
handful of joystick-sportsmen to 
whom this ball game will have 
more than curiosity value? Clear¬ 
ly Activision think so. 

It has been described as 
brutalised chess, or thuggery for 
the thinking man. Despite 
whatever happens on the grid, 
by the look of the crowd there 
certainly won't be any spectator 
violence because they're just a 
mess of colour, present just to fill 
up the edges of the screen. The 
music is also on the pathetic 
side. But that's the end of the 
bad news. 


The nitty-gritty area is well- 
presented with an aerial "end-to- 
end" view giving good perspec¬ 
tive awareness. To unclutter the 
action zone only four players 
constitute each team (the cyans 
& the yellows) making passing 
and blocking a viable proposi¬ 
tion. Various players, each with 
their own capabilities may be 
selected but that facility is only 
of use to dab hands. 

The accompanying mini¬ 
booklet outlines offensive/defen¬ 
sive positioning and the basic 
moves which spring from the 
continuous scrimmages (alas, 
not a bit like Rugby Union). All 
this takes some time to grasp as 


the play options are manifold. 
Failing that, you can relax and 
watch the demo. Once you really 
know your way around the many 
joystick-directed commands you 
had better collar a friend because 
the computer possesses variable 
response so if you're on top, the 
64 steps up a gear. If you enjoy 
gridiron foootball then this g ame 
is a faithful rendition. ITsI 


Presentation: 
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Star League Baseball 
Commodore 64 
Activision 
Price £10.99 


Another offering of America's 
best-loved sport. For ease of 
playability and general presenta¬ 
tion Imagine's 'World Series' 
edges this one out. The giant 
video screen featured in the 
former makes life a lot easier for 
pitchers and batters alike, bear¬ 
ing in mind that the vast majority 
of us limeys are emerald green in 
baseball techniques. More flip¬ 
pantly you can also designate 
the teams' strips on Imagine's 
version instead of being stuck 
with yellow and white as in this 
latest import. 

There is compensation though, 
in the gameplay, with a goodly 
range of nuances in batting and 


pitching styles on offer, depen¬ 
dent on the qualities of the 
players you nominate in the op¬ 
tions phase. Then again, who is 
going to get that involved in a 
sport we let go to our American 
cousins ages ago? To most arm¬ 
chair sportsmen the extra 
facilities will be padding. 

The game switches between a 
camera-up-in-the-stands full 
perspective view of the pitch 
(referred to as a diamond, I 
believe) and the score board. All 
movement appears to be in 3D 
with a shadow on aerial balls. It's 
up to you to develop all round 
playing skills, including snappy 
fielding — dithering turns the 


whole thing into a farce. 

All eight switches on your 
joystick are used in combination 
with the fire button, so it takes a 
bit of sorting out before the ac¬ 
tion flows smoothly. Two players 
of similar abilities are needed for 
a competitive g^me although the 
64 will act as a tough stand in. 
As a bonus there is a batting 
practice mode for sneaks to steal 
a march on "prospective op¬ 
ponents. A good simulation, but 


not in Imagine's league. 1 L.S 

Presentation: 
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The Bulge 
Commodore 64 
Lothlorian 
Price £9.95/cass 


Lothlorian's game allows you to 
replay the battle of the same 
name fought over Antwerp in 
1 942 with the choice of being 
either side or, for two players, 
both. Whichever side you 
choose, you will have complete 
control over divisions of tanks, 
infantry and artillery. 

Action takes place on one 
screen which represents the ter¬ 
rain and identifies troops of both 
sides. A cursor sight allows you 
to scroll over the map which is 
several screens square. Pressing 
the fire button displays more in¬ 
formation concerning the identi¬ 
ty and size of the unit. 

You get to grips with the 


enemy by using the cursor and 
placing it over the symbols you 
require. It will then light up a dif¬ 
ferent colour. Hit the fire button 
and it will display its status infor¬ 
mation. To move it, move the 
cursor to where you want it to 
go. A flashing white cursor tells 
you if it already advancing. Units 
that come into contact auto¬ 
matically engage. You are in¬ 
formed as to the outcome of 
each skirmish. Armour stands a 
better chance out in the open 
and infantry when in a town. 

Points to bear in mind are to 
secure your fuel dump at Spar if 
you're fighting for the Fuhrer or 
you'll move and fight at half 


strength. The key to this absorb¬ 
ing game, though, is information. 
You must keep constant tabs on 
what the computer is telling you. 

The Bulge is an engrossing 
realtime simulation that I 
guarantee will keep you stuck to 
the keyboard for longer than 
most of the tedious rip-off games 
currently going around at the mo¬ 
ment. A good addition to your 
library of wargames and well up 
to Lothlorian's normal stan- 


dards. 

ImJ 
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Herbert's Dummy 
Commodore 64 
Mikro-Gen 
Price £9.95 


Run 


Baby Herbert was just an extra in 

Everyone's a Wally. Now he's 
grabbed the starring role in his 
very own game. 

The screenplay goes like this. 
Wally and Wilma have taken our 
little starlet to a department 
store. Herbert toddles off by 
himself and gets lost among the 
merchandise. You've got to get 
him back to Lost and Found, 
where mom and pop are biting 
their nails, before the store 
closes at 5.30. 

Some screens are actually 
games themselves. One, for ex¬ 
ample, involves Herbert playing 
Breakout with a tennis ball. 
Another finds him zapping daleks 


with dummies. 

To proceed through the 
various departments, he must 
complete the games and pick up 
a variety of objects — some of 
them he'll need to actually start 
playing. But what he needs and 
what he must do with them is 
not all that obvious. What do you 
do with a brick and even a bomb? 
True Wallies will struggle. 

To make matters worse, 
there's a whole load of 'things' 
that Herbert must avoid. Bump 
into them and the tears start 
flowing. But bags of jelly babies 
and other goodies are sprinkled 
around and Herbert's progress is 
rewarded with them — never 


mind the tooth decay. 

Despite the well-worn struc¬ 
ture, the game is very good fun: 
plenty of variety, lots to do and 
think about, and deceptive levels 
of difficulty. Better still, the 
graphics are bold and very well 
designed. The programmers 
have avoided the trap of cramm¬ 
ing the screen with vague 
graphics — Herbert is no fuzzy 
mass of pixels. There's music 
too: "Baby Face" — only a wally 
would think of that. 1 B.B 


Presentation: 
Skill level: 
Interest: 
Value for money: 



Fourth Encounter 
Vic 20 (+8K) 
Sparklers 
rice £2.50fcass 


I hate to keep reminding you out 
there but these days any Vic 
release has to be taken seriously 
and, if it passes muster, it should 
be snapped up. 

"The fate of the world is in 
your hands," it says on the press 
release ... oh good, I rather 
hoped it would be. Aided by text 
book kapows and energy particle 
pixels you have to blast your way 
through three fairly standard 
galactic armadas and one novel 
screen. 

Kamikazes populate the first 
phase which give way to hover¬ 
ing bombers after your mopping 
up exercise. Surprisingly 
enough, screen three forces you 
to zap away replicas of your own 
craft before meeting the final ter¬ 
ror. Placed inside a rectangle you 
need to dodge the slowly decay 
ing laser beams of the X,Y zap 
pers. Pick your way with care as 
you try to pack in the killer punch 
... an interesting challenge, that 
one. 

Ideal for latecomers to the 
galactic battlefront, representing 
blindingly good value to trigger 
happy Vic owners, with a two 
player option thrown in. 


Presentation: 
Skill level: 
Interest: 
Value for money: 
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Taskmasters 
Commodore 64 
Sparklers 
Price £2.50/cass 


W your software cupboard is 
nearly bare and you have £2.50 
sloshing around in your pocket 
then this "questy" flavoured 
shoot-out is waiting for you. 

The urge driving you on to ever 
more outstanding feats of zapp¬ 
ing is the prospect of storming 
the Birdmen's castle after which 
everyone can live happily ever 
after. 

encountered zombies which I 
had to fend off until daylight 
returned, followed by a brush 
with a wizard deep inside a 
forest. Next I had to pick up 
tokens under the threat of vam 
pires flapping out from a handy 
cave before whisking off to a 
Stonehenge scenario where the 
hooded priests made short work 
of me. There are at least two 
other battle arenas on hand for 
those with sufficient interest 
A cut above the average basic 
shoot-'em-up simply because 
you can amble around a screen 
with real depth to it. Each setting 
has its own theme, scenery wise 
and you also get customise d let 
tering. A decent cheapie. 


Presentation: 
Skill level: 
Interest: 
Value for money: 



Chickin Chase 
ommodore 64 
Firebird 

Price £2.50/cass 


An invitation to stack up a stag¬ 
gering score within the confines 
of a henhouse has been extend¬ 
ed by Firebird. The heroes may 
only be paltry poultry and the 
price mere chicken feed, yet the 
game is definitely not bottom of 
the pecking order. 

Just as in the savage, harsh 
world of free-range Sussex 
Lights, your mission as cockerel 
is to gobble up as much corn as 
possible, slip down the odd 
worm, shoo off vermin with 
vicious pecks and er, well . 
sort of perpetuate the species. 

Strutting around your domain, 
you must be on the alert for 
various egg-eaters like rats 
stoats, snakes, hedgehogs and 
badgers. 

As matrimonial duties leave a 
rooster somewhat drained 
there's an urgent need to rebuild 
your fighting strength by tucking 
in. If you prove quite good at be 
ing a protective dad and loving 
hubby there will be quite a pro 
cession of yellow chicks tripping 
down from the nests, if not 
watch out for the rolling pin . . 
BOING! Could prove quite ca tchy 
to barmy game-lovers. 


Presentation: 
Skill level: 
Interest: 
Value for money: 



Circus Circus 
Commodore 64 
Firebird 

rice £2.50/cass 


There must be a vast reservoir of 
machine code exponents beaver¬ 
ing away at copies of Manic 
Miner and subsequently pelting 
the software companies with the 
results of their labours. 

Frankly I've had my fill of 
them, right up to the eyebrows 
Intense boredom gripped me like 
a vice after the inviting title 
frame was replaced by the all too 
familiar array of platforms and 
hero-squelchrers, gyrating 
predictably at regulation 
intervals. 

Don't get me wrong; there 
have been examples of the idiom 
which have tickled my fancy like 
some of Software Projects 
titles, Beyond's Mr. Robot (still 
dig that one out) and Cave 
Fighter from Bubble Bus. 

Just to show there's no hard 
feelings, though, you take on the 
persona of a circus strongman 
with the ability to make astoun 
ding leaps. The rest you can easi 
ly guess. There's twenty screens 
(sorry, I should have said circus 
rings) to be hopped through. Can 
you reach all the exits and defy 
the horde of spritely spoil 
sports? m 


Presentation: 
Skill level: 
Interest: 
Value for money: 
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Written any good programs 

lately? 

Micronet 800 are currently looking for good quality Commodore 64 programs to 
load onto our mainframes and offer direct to our thousands of members. 

If you're .a talented programmer, you'll earn a substantial fee, or top royalties, as 
well as seeing your 'name in lights' across the Micronet database! 

We'll distribute your programs as 'telesoftware' - stored on our mainframes 
and delivered via the phone lines to Micronet subscribers nationwide. 

It's revolutionary, and it's the future of software distribution. 

Just send us your cassette, with your name, address, phone number, and a brief 
description of the program, and 'mainframe and fortune' could be yours! 


mu 


Contact: Phil Godsell, 

Software Manager 
Micronet 800 
8 Herbal Hill, 
London EC1R 5EJ. 



ORDER NOW 

r HUSTLER Cl 6 E6.95 

HUSTLER C64 £6.95 

CAVE FIGHTER Cl 6 £6.95 

CAVE FIGHTER VIC20 £5.95 
CAVE FIGHTER C64 £6.95 

AQUA RACER C64 £6.95 

Name .uk 

Address . 

^Cheque for .enclosed. 

Free p&p 


bubble bus software 

87 High Street, Tonbridge, Kent TN9 1RX 
Tel: 0732 355962 Telex: 95151 


Sophisticated Games for 
Vic 20/CBM 64 


Vic/64 Cricket Realistic game of tactical skill and luck. Ball by ball 
commentary with full scorecard and all the major rules of cricket cor¬ 
rectly interpreted. Printer/game save facilities. 

Vic Cricket for Vic 20 + 16K.£6.99 

Mew: 64 Cricket with extra features.£7.99 

League Soccer League title game for 2-24 players with automatic fix¬ 
tures, action commentary, results check, scorers, league table, cup draw 
etc. Printer/game save facilities. 

League Soccer for Vic 20 + 16K.£6.99 

Mew: 64 League Soccer with many more features still.£7.99 

Whodunnit 12 guests have gathered for drinks at Murder Manor, but one 
of them has more than drinks on his mind. Addictive and thrilling 
detective game for 1 to 6 players, with genuinely different game each 
time. 

Whodunnit for Vic 20 + 8K or any CBM 64 (state which).£5.99 

Top of the Pops Easy to learn game about the music business. For up to 
10 players. Includes printer/game save features. 

Top of the.Pops for Vic 20 + 8K.£5.99 

Mew: 64 Top of the Pops — even bigger and better.£6.99 

Election Night Special Lead your own Party into the next General 
Election. A game for 1-3 players. Printer/game save. 

Election Might Special for Vic 20 + 8K or any CBM 64.£5.99 

Party 4 Four games to match the progress of your party: Masterword, A 
Day at the Races, Game X (Strip Poker) and Consequences. Harmless fun 
(nothing offensive) but good fun. 

Vic Party 4 for Vic + 3K or more.£6.99 

64 Party 4.£6.99 

NEW: Adults Only Fun game for 2-10 broadminded players. Lots of 
cuddling and kissing, plus many other rewards and forfeits: you never 
know what you’ll end up doing, or with whom! Nothing offensive, but you 
MUST be fairly broadminded. 

Adults Only for Vic 20 + 16K expansion.£6.99 

64 Adults Only.£6.99 

Disc versions available for all games — £2.00 extra. 

All prices include P&P (UK only). Games sold subject to conditions 
of sale which are available on request. 

Please write or phone for details of our full range. 

Sophisticated Games “Dept 333“ 

27 Queens Road, Keynsham, Avon BS18 2MQ 
Tel: 02756 3427 














































Games based on well-known 
films or books actually have little 
or nothing to do with their 
originals. To its credit, CRL s 
Rocky Horror tries to introduce 
elements that Transylvanian 
transvestite fans will recognise. 

As either one of the lovers 
Brad or Janet (you choose), you 
explore the rooms in Dr 
Frank,n,Furter's castle to find 
the pieces to rebuild the De- 
Medusa machine — you know, 
the one that will save your 
turned-to-stone partner. Mean¬ 
while, a load of wacky weirdos 
wander round to do nasty things 
to you. Some of them zap you, 
others just take your clothes off 


E?h 




The Rocky Horror 
Show 

Commodore 64 
CLR 

Price £8.95 



On-Court Tennis 
Commodore 64 
Activision 
Price £10.99 



Amazon Warrior 
Commodore 64 
New Generation 
Price £7.95fcass 


Summer games are pouring out 
at the moment and Activision 
seem to be responsible for more 
than half of them. This is their ef¬ 
fort at tennis. 

Choose a persona from the op¬ 
tions available: John Ringler, 
Bjorn Urrin, Jimmy Orr and Ivan 
Messier and you'll possess 
talents applicable to that player. 
It's fairly obvious who they 
represent I think you'll agree. 
Thus if you choose Jimmy Orr 
you'll have a great backhand and 
serve, but poor endurance. 

Next you choose the surface 
you're playing on, which again 
imitates the real thing, with slow 
clay and fast grass. Sort out your 

This program takes you deep, 
deep into the threatening 
Amazon jungle. You are a native 
and all you have to protect you 
against multitudes of nasties is a 
blowpipe and a loin-cloth. 

The game takes you through 
three phases of jungle, crystal 
caves and a ruined temple. Phase 
one pits you against flying 
snakes, black scorpions and 
headhunters. You only have a 
limited supply of darts and 
you've got to make them count, 
especially against the head¬ 
hunters. These boys are out to 
get you. 

Sooner or later, though, 
you've got to puff a dart into^ 


hmm, well it was an adult film. 
Since the instructions tell you 
just a few words more than 
nothing, merely finding out what 
to do will keep you gripped. Like 
what happens when Eddie thaws 
out and comes out of the freezer, 
and can you stop him? What do 
you do when you've been strip¬ 
ped of your smalls? 

Then there's the trickier pro¬ 
blems: like how to turn off the 
laser beam to get into the labs? 
Who is that maniac on a motor¬ 
bike? Why must you be careful in 
the evil Doc's bedroom? 

And there's plenty of screens 
to explore, with reasonable 
grap hics and the usual time_limit_ 

options and you're ready to play. 

It would be difficult if you had to 
move your player to the ball and 
swing, so your man automatical¬ 
ly positions himself, and then it's 
up to you to time the swing. It's 
not quite that easy because there 
are a variety of different shots 
you can play just by moving the 
direction of the joystick. For ex¬ 
ample, pulling back will make 
your man lob. If the ball is lobbed 
by your opponent, you 
automatically smash it, but tim¬ 
ing and direction are important. 

Serving has a similar approach 
to rallying. Your player throws 
the ball up automatically, and 
yo u move the joystick to hit jL 

them. The disappointing thing is 
that nothing really happens ex¬ 
cept that they run away again. 
At each phase you must kill off a 
specific number of your enemy 
before you can progress on to 
the next. 

The novel touch to what is 
simply a scrolling shoot 'em up is 
the blowpipe. Pushing the joy¬ 
stick forward loads it, then you 
have to position it quickly. That 
said, there's nothing at all 
spectacular about this game. 

Considering it's programmed 
by a musician the tune doesn't 
exactly make you hum along. 
The graphics aren't up to much 
either. The scrolling background 


to contend with. A commen¬ 
dable rendering of one of the 
Rocky Florror tunes (the Time- 
Warp song) plays throughout. 
One nice touch is that you shuf¬ 
fle along sideways when you're 
clothes have gone. 

So finding out is what it's all 
about and there's plenty of that 
to do - but true Rocky fans 
won't give up that easily. 1 B.B| 


Presentation: 

mmmmz 

Skill level: 

■■■■ 

Interest: 

■■■cc 

Value for money: 

■■■cc 


As before you have control over 
depth and direction of shot. So it 
all sounds very simple, and in ef¬ 
fect it is — the mark of a good 
game, rather than a bad one. You 
don't have to spend ages trying 
to master what to do rather than 
how to do it. A good sports 
simulation with more than ade¬ 
quate graphics. Pity about the 
price, though. [MJj 


Presentation: 

UWUUZ 

Skill level: 

■■■■ c 

Interest: 

■■■■: 

Value for money: 

■■■cc 


repeats itself rather quickly, but 
is actually quite impressive by 
the time you reach the ruined 
temple. 

Perhaps that's your reward 
because by the time you've rid 
the Amazon of nasties, you have 
to face a Quetzalcoatus, a kind 
of blue pterodactyl. Kill that and 
you just go back to the start on a 

harder level. Disappointing_I 

think you'll agree. 1M.5 


Presentation: 
Skill level: 
Interest: 
Value for money: 


■■■CC 

■■■Cl: 

■■■Cl 

■■■CC 
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Jack Charlton's Match 
Fishing 

Commodore 64 
Alligata 

Price £6.95lcass 


Alligata has dragged in big-name 
Geordie Jack Charlton to provide 
charisma in a game that sub¬ 
stitutes laser blasters with a fish¬ 
hook. Needless to say, — he's 
conspicuously absent from the 
riverbank. 

Up to eight people can play 
this game, and you'll need that 
many to capitalise on the 
minimal action. Players are each 
given a 'peg' (a position by the 
water), each one having different 
'swim' conditions. 

When you've read all the peg 
descriptions, you're asked to 
choose your tackle. There are 
three rod options (ledger, float or 
pole), choice of fixed spool or 


centre pin, nine types of bait, a 
variety of hook sizes and control 
over length of cast. 

The idea is simple: when your 
peg number flashes you hit the 
appropriate number. You then 
see a cross-section of the bank, 
with a fish swimming towards 
your hook. Press the spacebar to 
hook it. 

If you tactics were sound, you 
catch it, and then get details of 
the type of fish and its weight. If 
it gets away, you get a hint of 
what you did wrong. Tactics can 
be changed at any time, and peg 
descriptions re-read. When the 
time's up, each player's catch is 
displayed with the total weight. 


The game is gentle as the gen¬ 
tle art of fishing itself and 
definitely not for fast action 
freaks. Although the mere men¬ 
tion of bream, tench and 
gudgeon should make the true 
angler's sap rise, I'm not sure 
that employing even the shrewd¬ 
est tactics actually helps your 
catch. Even a random choice of 
tackle gets you lots of bites. Ad¬ 
mittedly they were tiddlers — 
maybe the big ones are getting 


COMMODORE USER 33 




































:tb-i inmi-f ptuctnPMCNT 


Play THE GAME everyone’s talking about: 
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Graphics: *** 
Sound: *** 
Playability:*;;,, 

CCl Rating: 
Company: 

Industrial Estate, 
Birmingham. 
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WAKELIN 


LANCASTER B. MKI/Ill (0AM BUSTER) 


It’s 21.15 hours on the evening of May 16th, 1943. A flight of specially 
prepared Lancaster bombers is leaving RAF. Scampton for Germany. 

After months of planning No. 617 Squadron are at last embarking on an operation destined to change the course of World War II. 

Your objective is to destroy the Mohne, Eder and Sorpe dams, thus crippling Germany’s industrial heartland. 

This detailed and authentic simulation allows you to play the part of PILOT, NAVIGATOR, FRONT GUNNER, REAR GUNNER, 
BOMB AIMER and FLIGHT ENGINEER. 

You fly at low altitude over Europe, on the lookout for deadly ME110 night fighters, dodging barrage balloons, searchlights and flak. At 
the target you’ll need all your nerve and skill to control the aircraft and release your deadly payload whilst under enemy attack. 

Game features include: SUPERB GRAPHICS 6* SOUND • REALISTIC JOYSTICK CONTROL • PILOT’S SCREEN & INDICATORS • 
MULTIPLE SCREEN NAVIGATOR’S MAPS • FRONT & REAR GUNNER’S SCREEN • BOMB SIGHT SCREEN • ENGINEER’S 
INDICATORS. 

Game Package includes: Comprehensive flight instructions, maps and confidential documents including authentic material by Barnes i 
Wallis and Wing Commander Guy Gibson. 

Designed and Developed by Sydney Development Corporation. Licensed in conjunction with International Computer Group. Manufactured in the 
U.K. by U.S. Gold Limited, Unit 10, Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 8881. Telex: 337268. 
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1541 

GRAND 

PRIX 

Epyx Fast Load 
cartridge reviewed 


i 


The main problem with hard¬ 
ware devices that make the 
1541 disk drive do its job a lit¬ 
tle more quickly is that they're 
invariably a little difficult to 
install. 

The Epyx Fast Load 

cartridge is the third of these 
types of devices now 
available and looks to be the 
easiest to set up. You merely 
plug the cartridge into the 
64's cartridge port and 
ou're up and running. No 
uss, no wires. 

So let's take a short look at 
the other two. 1541 Express is 
also a cartridge costing £50, 
but it requires t\$o wires to be 
installed inside the 64. That 
may discourage the faint¬ 
hearted and may invalidate 
your warranty. Unlike the 
Epyx device, though, 1541 
Flash! also speeds up the sav¬ 
ing of data. 

More complex is 1541 
Flash! (reviewed last month), 
which involves prising out and 
installing alternative chips in 
both the 64 and 1541. There's 
a few wires to contend with, 
too. Unlike the Epyx device, it 
saves data at speed, offers 
extra facilities and since it's 
not a cartridge, it frees the 
cartridge port for other uses. 
It costs more at £80. 


SPEED LOADING 

The Epyx Fast Load device is 
simple, but is it effective? 
Loading speed is, quite simp¬ 
ly, impressive and reliable. 
For example, a 182 block pro¬ 
gram file, which would us¬ 
ually take about 120 seconds 


Devices that speed up the 1541 disk 
drive are invariably fiddly to install. 
Remember 1541 Flash!, reviewed last 
month? Now American software house 
Epyx has come up with a no-fuss car¬ 
tridge that simply plugs into the 64. It’s 
easy to use but how well does it justify 
the £50 price-tag? 


by Jeremy Hall 


to load, actually loads in 25 
seconds. That's around five 
times the normal speed. 

Unfortunately, as its name 
suggests, the cartridge saves 
files only at the normal speed. 
But, if like me, you spend most 
of your time loading soft¬ 
ware, the savings on time and 
frustration are appreciable. 

Although the cartridge isn't 
guaranteed to load every 
type of protected disk, it cer¬ 
tainly handles a lot of them. 
Vizawrite, for example, 
makes the device revert to 
normal loading speed. So if 
the cartridge won't work with 
a program, you simply use the 
built-in disable facility. No 
need to switch off and unplug 
the thing. 


MORE FACILITIES 

A lot more than just increases 
in loading speed is offered; 
the device is also easy to use. 
To do the equivalent of LOAD 
"0:*",8,1 you simply hold 
down the CBM key and hit 
RUN STOP. To load the disk 
directory, simply type "$" 


and press Return. 

The can be used to 

send any command to the 
disk, or by itself to tell you the 
status of the drive. Yes, now 
you'll know why the red light 
is flashing. 

Obviously you can use the 
standard load/save com¬ 
mands provided but there are 
some useful single-key com¬ 
mands offered as alterna¬ 
tives: 

%PROG replaces LOAD 

"PROG",8,l 

/PROG replaces LOAD 

"PROG",8 

«-PROG replaces SAVE 
"PROG",8 

MONITOR 

Also provided on Epyx Fast 
Load is a machine-code moni¬ 
tor, which can be entered by 
simply typing "!" and pres¬ 
sing Return. The monitor al¬ 
lows you to get to grips with 
all of the 64K of RAM. 

If that weren't enough, the 
cartridge has a built-in disk 
and file copy facility which 
can be accessed via two 
menus. Although these are 


quite simple in operation they 
are nevertheless a useful ad¬ 
dition. There's also a simple 
track editor which allows you 
to read any sector on the disk, 
edit it on screen and then 
write it back to the disk. 

The documentation sup¬ 
plied with the cartridge con¬ 
sists of a single sheet of glossy 
paper folded in half, with all 
the commands and facilities 
listed in a comprehensible 
way. It's not brilliant, but it 
tells you all you need to know. 

CONCLUSIONS 

On the whole, the Epyx 
Fast Load cartridge 
does its job extremely 
well and offers a load 
of other facilities into 
the bargain. Unlike 
most other 1541 speed 
utilities, it's childsplay 
to install. Must be good 
value at £49.95. □ 


• Epyx Fast 
Load 
cartridge 
e distributed 
by: 

The 64 
Software 
Centre 
1 Princeton 
Street 
London 
WC1R4RL 
01-430 0954 
e £49.95 
e aood value 
for money 
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rograms Programs Programs Programs 


Cast yourself in the role of an interstellar salvage 
operator whose task (should he decide to take it) is 
to retrieve unmanned satellites from their lunar 
orbit. 

Your monitor display shows the lunar landscape 
as seen from the Control Centre window. Lost and 
lonely satellites zoom overhead, within range of 
your radar scanner. A flash and a beep — and it’s 
you to the rescue. 

Just type the program in as listed — full instruc¬ 
tions appear on the screen. 


2 IFPEEKC12203)< >124THENGOSUB2000 

5 P0KE52,48:P0KE56,40:CLR:GOSUB200 

6 PRINT”CCLS3CREU3CRED3CBSPC3MOONBASE CONTROL CENTREC9SPC3COFF3” 

7 FORA-0TO40:X-1NT C RNDC13*6203+200:POKE1024+X,46:P0KE55296+X,15:NEXT 

10 POKE53280,2:P0KE53281,16 

11 M-700:U-100:P-500:H-1000:SH-200:C-53248:J-56320 

14 PRINT”CH0ri3C2CD3CCYN3SPEEDC4SPC3”, "ALTITUDE”, "C3SPC3FUEL” , "RADAR” 

15 PRINT”CYEL3 150C7SPCD1000CBSPC35000C4SPC3C.3” 

16 PRINT”CCYN3 I1PHC5SPC3”,"C2SPC3FEETC2SPC3”,"C3SPC3GALLS” 

17 PRINT”C 40G> * 3” 


IB PRINT”CH0f13 C20CDDCGRNDCG<PDCG<IDCG<OD CREU3CG>£ 3CG<*DCOFF3C3SPCDCREU3CG>£ 3CG< 
*3 C0FF3C2SPCDC GOD CG<PDCG<03CREDDC5G<I3CGRN3 CG<03C2SPC3CG<03C2SPC3CG<P3 CREU3CG 
>£3 CG<*3 C0FF3 C3SPC3 CREU3 CG>£3CG<*3” 

13 PRINT”CREU3 . CG>N3 C2SPCD CG> J3CG>*3 CG>K3 C2SPC3 CG>f13 C4SPC3 . C4SPC3 CG>N3 CG>JDCG 
>K3 CG>f13C2SPC3CG>N3 CG> J3C3G>*3CG>K3 COM3C2SPC3 ” ; 

20 PRINT”CREU3C5SPC3.C7SPC3 CG>J3 CG>*3CG>KDC5SPC3.C10SPC3CG>JDCG>K3C4SPC3CG>J3CG> 
K 3 ” ; 

21 PRINT”CREU3 CG>J3C4G>*3CG>K3C4SPC3-C7SPC3CG>J3CG>*3CG>K3C2SPC3- ■-C7SPC3- - * 
CHOU3” 

22 POKEC+21,0:POKEC+33,1:POKEC+40,7:GOSUB1000 

23 POKE2040,132:POKE2041,134:POKE2042,133 

25 POKEC+27,3:POKEC+3,0 

26 P0KE54273,0:P0KE54272,0:P0KE54236,5:P0KE1176,01:P0KE5544B,5 

27 X-INTCRNDC13*33:K-5 

30 IFX-1THENSX-SX+INTCRNDC1)*3) 

31 IFX-2THENSX-SX-INTCRNDC1)*33 

32 IFSX>255THENSX-255 

33 POKEC,SX:POKEC+2,SX 

35 IFCPEEKCJ3AND1D-0THENK-K+1:POKEC+21,3:GOSUB600:G0T033 

36 IFCPEEKCJ3AND83-0THENSX-SX+3 

37 IFCPEEKCJ3AND43-0THENSX-SX-3 
30 K-K-2:IFK<0THENK-0 
33 IFK>5THENK-5 

F-K*1000 
D-CF/f1)-2 
60 U-U-D 

70 H-H-U:SP-SH-CH/5):IFH->0ANDSP->0THENPOKEC+1,SP:POKEC+3,CSP+10) 

00 U-CF/500003 *250 

30 P-P-U 

31 PRINT”CHOt13C3CD3CYEL3C31SPC3 C . 3C3SPC3 ” 

100 M-n-U:POKE130,0 

101 IFH< 0THENH-0 

102 U5s—U+10: H/S—H : P?S = P 

110 PRINT”CHOMDC3CD3 ”U5i, Wi, "C2SPC3 ”P!s*10 

116 IFH<1ANDU>10THENGOSUB500:GOSUB800:GOSUBB30:G0T0125 

117 FORA-1TO150:NEXT:IFSX>143ANDSX<1B1THENP0KE1176,B1:POKE55440,5 
110 IFH<1ANDU<10ANDSX>150ANDSX<170THENGOSUB000:GOSUBB70:G0T0126 
113 IFP<1THENGOSUB500:GOSUB800:GOSUB850:G0T0125 
120 POKEC+21,1:P0KE54273,0:P0KE54272,0:GOTO30 


40 

50 
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Programs Programs Programs Programs ft 


is - ■ -■ 

U f»SS55c!;^gS:fi™f»>». 1 ■ RUNS I 

IJC0FF3" ^■*J.PRINT'CCLS : ICREU3C8SPC3CG>mnnMD^ 

|210 PRINT” CG>Y30(j ARE TW rm SE CG>C:)0NTR0L CG>C3ENTREC9SPC 

II ss ™“' 2 *™iS , a«S SJS*S:; 


?! PRINI ” 2 ®"PH--.PRIN T -CE>R]fl D flR U„, ir— BE TUNELESS THE 


P PRINI " 20MPH '"-PRINT"CB>R:flDflR BILL rjsH^ “ IRftUELINELESS ™J 

II siirZssFSK'&'zsr'z ,?*process ft CRflFI Isr2sraouER M 

I SSiSS^fe THRUST.. 

IpJ ^ 5 R> 200THENSP-R00 
1530 GOSUB700 ’ 4: P0KEC+ ‘ 1 • SX: POKEC+5, SP 
1540 P0KE54S73, 7 ; pnKFGHP73 

1560 P0KE54eS6°Al TEP_1 ' P0KEC+l±1 - A1 

If™ PORQ-1TO30..NEXTQ 
1580 NEXTA1 

I 590 P0KE54278.0 • pnKFA4P7‘7 r» n 

IBlS PDKESHE73 pc, • 0 ■'P0KESH57S, 0 : P 0 KE(>51,0 : REIUBN 

1 700 pokeehI??i pokes? 0 7b P =^ s 2 E72 ' <H ''P 0 > s RETURN 

I be 0 retSrn T 03:PRINT "- • •••’•' •' •' •' •' ■':::::: : s y flIUSREP0RT .. 

1830 PRINT ”CH0f13C 3CD ir?rmcoA .. ; : NEXT .-PRINT 

IcI RETURN 2CRDSPACECRAFT DESTROYED IN CRASH ,M,m 

850 PRINT’’CHriMTr^rn-ip- N LRASH LANDING” 

860 RETURN 3l:3CD;| C2CR3FUEL 5XHAUSTEDCCR3SPACECRAFT npc 
870 PR I NT ” C HOfIT C 3CD ]r?ruie PPCECRAFT DESTROYED” 

880 RETURN n;M:3C:D:,I:2CR 3SUCCEFULL LANDINGCCRDSPACErPapr 
1000 POKEC+23 0.pOKEr + Pc „ SPACECRAFT RETREIUED” 

us ssiPissiispEi KEC * S1 ■ 1 :p ™’ 

s mam ®*— 

1060 IFSX>1B0THENSX“SX + *5 

I III=SS~SS 3 F»’' 

1110 GOTO1020 

1800 POKEC+27 ’ 1 1 FDR^t 89 ’ ° : RETURN 
1810 POKEC + I a i-n2n A “ INTCSP)TOR 15 
1880 NEX?A DR °" 1TO10:NEX T 

8000 x-faleefcH-I 06540: FOR °- 1T O1000 •• next .• GOTO 1000 
66H’? 0 V EB .'^..g n 7 ’f33, 1 EE,E 
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5040 

5050 

5050 

5070 

5080 

5090 

5100 

5110 

5120 

5130 

5140 

5150 

2150 

5170 

5180 

5180 

5200 

2210 

5220 

2230 

2240 

5250 

5260 

5270 


DATA 0,554,0,15,255 224 15,255 

DATA 224,1,17,0,2,16,128.4 

DATA 16,64,8,16,32,16 56 16 

DATA 56,124,28,124,0,62,0,0 
DATA 0,0,0,0,0,0,0> B 7 
DATA 0,0,0,32,0,2,0,0 

DATA 0,0,0,0,0,32. 9B >® 

DATA 0,0,2,2,4,0,192,0 
DATA 100,108,64,19,71,176, 7 

DATA 136,7,125,192,4,62, , 135 

DATA 255,230,7,199,135>131> 205 - 
DATA 97 . 249 , 2,58,252,8 75,127 
DATA 524,11,127,0,248 103,243, 

DATA 0,0,0,0.I 00 .®’®’ 

DATA 0,0,198,0,1,199,0,1 0 
DATA 175,0,1,237,0,3,237,0 
DATA 1-239,0,1,47,129,4,23 
DATA 0,2,9,0,0,130,129,0 
DATA 0,128,2,2,0,0,0,® 

DATA 0,0,0,0,0,0,0,0 
DATA 0,0,0,0,0,0,0,0 



ERROR, CHECK D*t. STATEHENTS",END 

S35T!KBM:!JS^ 
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HOW TO USE EASY ENTER 



COLOUR CODES 


[ORGJ 
[BRNJ 
[L RED] 
fGRI] 
fGR2J 
[L GRNI 
[L BLU] 
(GR3J 


■ press CBM 
“ Press CBM 

- press CBM 

- press CBM 

- press CBM 

■ press CBM 
press CBM 
press CBM 


key and 1 
key and 2 
key and 3 
key and 4 
key and 5 
key and 6 
key and 7 
key and 8 


_ 

a 

rS? - 

s " vr cg‘°‘v 



OTHER CODES 


_ press ‘cursor up’ key 

— press ‘cursor down key 
_ press ‘cursor left’ key 
_ press ‘cursor right’ key 
_ press HOME key 

— press CLEAR key 
_ nress INST key (insert) 

press RVS ON key (CTRL and 9) 

I press RVS OFF key (CTRL and 0) 

jg*j' 

IG?F1 - press SHIFT key wrth F 


icui 

ICD1 
ICL1 
ICR1 
[HOM] 
ICLS1 
IDEF] 
IREV1 
■ [OFF] 
ISPC1 
[G<key] 
[G>keyl 


If 
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Yet another 
unbeatable deal 
from Dataller 


lift 


i 8 


J 




, 
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Systems 


I 


STAR SGI 0 


Character Sets 

96 Standard ASCII Characters 

88 Standard International Characters 

96 Italic Characters 

88 Italic International Characters 

96 NLQ Characters 

88 NLQ International Characters 

Character Matrix 

Standard Characters: 9 dot x 11 dot 
STAR Block Graphics: 6 dot x 6 dot 
IBM Block Graphics: 12 dot x 11 dot 
User Defined: 8 dot x 4 to 11 dot 
Near Letter Quality: 17 dot x 11 dot 

Character Fonts 


THE INCREDIBLE NEW STAR SG-10 
NEAR LETTER QUALITY PRINTER. 

features:— 

Epson and IBM compatible print codes 
Friction and tractor feeds. 

Externally Accessible DIP-Switches 
( p = ^’ High-resolution bit-image graphics 
Downloadable character sets 

i ^ NLQ, italics, condensed, enlarged, super & subscript styles. 
<^ High 120 CPS print speed, logic seeking. 

Hex dump facility, 
c ^ Macro-instructions. 

Touch-sensitive control panel. 

Standard parallel Centronics interface. 

2K print buffer—expandable to 10K 
Commodore 64 version available shortly 


1 NUI 1 1 ICII ^ 1 W 

Elite (12 CPI) 

Condensed (17 CPI) 

Star SG-10 £259 + VAT 

£297.85 

NLQ(IOCPI) 

Parallel cable for any Micro (max. price) 

£20 


2 Spare ink ribbons 

£5 

Line Spacing Vfe, Vs in. or 7 /72 in. Standard 

2000 sheets of continuous listing paper 

£15 

Dimensions (W x D x H) 

392 x 315 x 145mm (15.4 x 12.4 x 5.7 in.) 

Next day doorstep delivery service 

£10 

£347.85 

Number of Columns 

80,96,136, (40,48,68 Double Width) 

Datastar’s all in price £297.85!!! 


Post your cheques to 

Datastar Systems UK 

Unicom House, 182 Royal College Street, London NW1 9NN. Telex 295931 UNICOM G 

PERSONAL CALLERS WELCOME—We are situated by the junction of Camden Road, near the railway bridge 
MONDAY-FRIDAY 9-6 SUNDAY 10-1 EXPORT ENQUIRIES WELCOME 

Credit Card Hot Line 01-4821711 


AS MAIN DISTRIBUTORS FORTHESTAR RANGE, WE ARE ABLETO OFFER EXCELLENT DEALER MARGINS 
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HISSING 


Rupert Willard uses a combination of Basic and 
machine-code to create slick arcade style graphics 
in this game for the Vic. Steer Sid Snake towards 
the grubs, which he munches to keep up his 
stamina and, of course, increase your score. 
Beware the bees, which will sting him to death 

on contact. 



, 10 DIMS* <tt).mRI-lTUb.B»l!> - ‘BWWM ,Wfc71 " 

20 DEFFNR(X)=INT(RND(1)*X) 

K 

22 

50 BOSUB840 

L 0 NM=20 s G0SUB510:POKEV,47 

'IS 0 S pSn?°CHoS^ R EVUWHT J: ™,16>LEFT»,B«(1> ,6> , =T-TI 
1110 BETAS: I FAS* " 11 ANDTI -T<300THEN11 
120 GOTO150 
1130 IFBC< 0THEN640 

(goto 130 

200 IFP=BTHENGOSUB300 

bs 1pnSSp^?heSnm»i 0 =bosu B5 6 0 =gotoi™ 

230 GOSUB240:GOTO140 

IS 1 3 = PKEHP, S= HP-NP = POKEHP.CO, . = POKEHP, H 

260 IFE >0THENE=E-1:60T0290 

|?Z? tp^TP^(PEEP (tp+i>=s>-MPEEK<TP— i>—S>+22*(PEEK(TP—22)“S,-22.<PEEK<TP+22>“S> 
PS POKES3i0^FGRT =1 TO150-4*L:NEXT:RETURN 

300 POKEG, 8:L=L+1:E—E+1 
KlO x=INT(<100+5*L)/10) 

feS ^Xcix?GSsCB4lI: NE^POKEG , 10: NB=NB-1 : POKENP , 32: RETURN 

340 POKEG,13:L=L+2:L-L+2 

k*=;p> x=iNT( <150+6*L)/10> . „„ 

360 FORI=1TO10:P0KES3,240:POKENP, 10: NF=NF-1:POKENP,32 

370 SC=SC+X:GOSUB410:P0KES3,0:NEXT:POKEG,10.Nr 

380 RETURN 

390 P0KES3,250 r , r _ T1 , rjK1 

Ig:Spi%“:^ES‘,S>S«-?EPTl < ■»*»■ .7-Q, .RIGHT,<S.,Q-» 

420 PRINT-THQMKWHTUACRICREVD-S^RETURN^^^ iN , NEXT, NEXT 

M roRZ-B«?TO8.32*7 l POKE7168«,0=NEXT=RETURN js _ 23Sj13 





























I ? 70 datas^ 

|J£® ^ A TA 10 S 

l^f® Da "TA36,; 
Is™ P0KE3686 
fa? p OKEG, 10 

£ 0 FO *I=0TO 
! 40 POKEPi S' 
( 5 : POKE P 4 +co ' 

1550 M£x T ’ 
1560 CH=M- r - 7 

580 CH=F : Q=f: i 

's s?&r' 

6-0 p FPEp K<P)<: 

6^0 POKEP+co r 

NEXT: RET (JR 

’40 FORY=itoi~ 
*50 P 0 KES 2 x~v 
t 0 ^,’i2 s rc 


12 4,124 

’ 16 »124 
104 ,i 09 
24 , 60 , i; 
’ 9,255 
)s PRINT" 

21:Pi* T 


CREVJ 

+ 1: F'3: 


CREV3- '• 
2 l+22*(i 
»5: PQKEP: 


p OKEPi 


'UfaUB 590 

B=15:n=NBj 

F »orGOSUB£ 

5 ^ + l +2 2* (f 
-■ 2 THEN 600 
POKER,CH 


^r.o^~ V:F0R X=: 

-XT SPOKES 2.0 

’^40.r OKe 

IHT J C 5SPC 3 Vm i ’ !- 
ORE WAS: "SC^ *' 

<LEFT: *<R*<] 

'RE S?orp NEXT:G 
JR tm?° RE IS I|\j 

JR INITIALS! CD 3 

il?fL F0KFs 2,16- 

sl\ Ipy-i 


0ALLERY 

NEXT 
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Graphic effects for 

the Commodore 16 

Here's a set of four short programs 
that use the C-16's unique Basic 
commands to produce spectacular 
graphic displays. 

They're all taken from a new book 
published by Prentice-Hall, called 
100 Programs for the Commodore 
16 — by Ian McLean and John 
Gordon. 






30 

|f° 

110 Y-199-j T ° 199 STEP 

p next J' 0 ' 1 T ° 319, v 

'1S0 DRfiUi i 3 0 9 T n°, 0 STEF 

160 NEXT i ' ° 319 -I,1 

170 BET as.tf .... 


7 iCOLOR!,1 


We've managed to get fifteen 
pristine copies to offer as prizes. 
How can you win a copy for 
yourself? Simply write a similar short 
program that produces a graphic 
display of some kind. The 
program give here should give 
you some pretty good ideas — 
so get cracking. 

Send your entry, on a tape 
please, to: Graphic 
Competition, Commodore 
User, 30-32 Farringdon 
Lane, London EC1R 3AU. 


INTERFERENCE 


This short program produces a spectacular 
and colourful display. When you’ve run it, 
press any key to change colour or ‘Q’ to 
quit. 




CIRCLES 


Be patient, this program takes 
a little time to finish when 

you’ve run it. But the effect ’ __ 

is quite pretty — two circles build up and run into each other 


SO RE 1 "' 
c -b-”C” 




sfesT' 


,N 

.N 


H5 cnP N-1 tuu 
50 p.iTO 3 

60 FOR ^ r 50, 07 
79 CIRCL|C,| e7 

S® ClRCLEC, 
gO NEXTC i 

III el* 

% SR°RH 1C ® 

l4 0 END 


then l 1 ® 


I 

\ 
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This little offering uses 
multicolour high-resolution mode 
to make a “worm” slither across 
the screen — now don’t be 
squeamish. A simple but 
effective technique is used to 
give you the illusion of 
movement. 

As the multicoloured pixels 
that make up the worm are inked 
in at the front, they delete 
themselves at the back. You can 
stop the program by pressing any 
key; that puts you back into the 
text mode. 


30 
40 
,50 
60 
I 70 
| 60 
[90 DO 
100 : 
110 I 
120 
130 
140 
150 
160 
170 
100 
190 
200 
210 
, 220 
230 
240 


REM ’’WORM” 

COLOR0,1:REM BLACK SCREEN 

COLOR 1,2: REM COLOR l ^TE 

C0L0R2,15,2:REM COLOR 2 GREEN 

C0L0R4.7:REM BLUE BORDER 

GRAPHIC 3,1:REM MULTICOLOR HI-RES MODE 


FOR N“0 TO 199 „__ 

X=N:IF X>159 THEN X=159 
R=N-40:IF R<0 THEN R=0 

Y“INTC90 + 10*SIN(X/4)) 
W-INTC90+10*SINCR/411 
C-2+CN/2-INTCN/2)) 

DRAW C,X,Y 

draw o,r,w 

IF T LENCfl$5>0 THEN N-133: 

NEXT 
LOOP UNTIL F“1 
GRAPHIC 0,1 
REM PRESS ANY 
END 


ZOOM 


F=1:ELSE F“0 


KEY TO RETURN TO TEXT MODE 



1^ S? 1 "ZOOM"" 

I 20 SCNCLR 

40 ™«R.17,13,»z 00M .. 

t iT L TI>fl+1S0 

|90 GETKEY°AS® 170 

a.. l0a , 

|U0 SCNCLR 0 5 

Ijf® S-S+D:GOSUB 170 
1130 GOTO 80 
1140 END 

ji70 s°^°°”LEN0?H D r u cube 
BO 2 i 

1130 DRAW TQ 100) 

BOB 

|B10 draw to ci.s*q+;L? iS 05 

||f 0 PJ? AW TO Cl.5*S+160)' (P*S+ina^ 
(230 DRAW TO CS/l pc c! li? S+100) 
[240 DRAW TO C-S+lfJn S ^ 60;) « <2*S+100; 
250 DRAW TO cJ+JX ’ J^ 1 ? 03 
260 DRAW TO f S + r*? C ~ S+100:> 

1280 DRAhi Tnn J ’ <*^+100) 

[230 RETURN 01 ’ 5 S+1 B01,C2-S+100) 


This final little program is rather more 
complex than the rest. It produces a cube shape 
in the centre of the screen which can be 
“zoomed” both larger and smaller. 

To control the effect you press the T key to 
zoom in and shrink the cube, and the ‘O’ key 
to zoom out and enlarge it. Try playing around 
with lines 180 to 280 to produce a different 
shape. Remember that you’ll need to work out 
lengths for all the sides to keep the shape in 
proportion. 
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Commodore 64 to help with the. 
management side of the business. 


Comic cuts 


Ian’s love of comics turned into a business 
propostion when, in his own words, he 
“found himself in a conveyor-belt job 
which held no lasting interest”. He admits 
that it was difficult at first: “I had to sink a 
great deal of capital into the venture, but 
now the time and effort are paying off. We 
have become well-known in the trade and 
have customers coming from all over to 
buy our comics.” 

I asked Ian about his decision to 
introduce a computer to help with the 
management of the shop. “It was really 
when we started to stock the software that 
we actually decided to use one of the 
machines ourselves”. When the first cheap 
micros appeared on the scene there was a 
ready-made audience for fantasy-related 
software and games from the hard-core 
Scifi and comic fans. “It was a natural 
progression. We’ve always prided 
ourselves on knowing about what we sell 
so it made sense for us to use a computer in 
the shop”. 

Small is beautiful 

The shop is now equipped with a 
Commodore 64, 1702 monitor and cassette 
unit, and Ian is quick to stress the uses of 
his small system. “It really has made a 
difference to the efficiency of the shop. We 
use the machine for stock control of the 


Continuing our insatiable quest to find unusual professional uses 
for the Commodore 64, we visit Rodney's, a specialist shop • 
crammed with comics, science fiction paraphenalia and a sprinkling 
of computer games. Somewhere amongst that lot, there's a 
Commodore 64 helping to keep things running smoothly. 


Rodney’s Books and Games first came to 
my notice five years ago as one of the more 
interesting shops to browse around in the 
hope of finding that elusive science-fiction 
book you’ve always wanted to read but 
were never able to find. I spent many a 
happy hour rooting through the shelves 
and occasionally found a specimen of that 
most rare species; a first edition from an 
author with “underground” appeal. 

Rodney’s entered a new dimension in 


by Valerie Buckle 

the space-time continuum with the arrival 
in 1982 of one Ian Broom, comic 
enthusiast turned entrepreneur. Ian 
emerged, like one of the characters in his 
own comics, to turn the cellar of the shop 
into a paradise for Scifi and comics fans. 
Three years on, Ian runs one of the 
specialist shops in the UK for American 
import comics and does a healthy sideline 
in related software. It comes as no surprise 
to learn that Ian relies heavily on his 


comics, invoice control and data storage”. 
With more than 100,000 comics in stock at 
any one time, it is of paramount 
importance to know which titles have been 
sold out, how many of a particular title are 
left and so fill any gaps in the shelves. 

I wanted to know why Ian chose a 
Commodore 64. “It’s really the micro of 
the future. When we first started out, the 
Spectrum was all the rage. But I could see 
that we needed the larger memory of the 
64, plus there was a lot of useful software 
available. The other advantage it had over 
the competition was its superb keyboard”. 

Funnily enough, the shop makes do with 
a plodding cassette unit rather than the 
speedier and definitely more hi-tech 1541 
disk drive. But Ian was eager to insist that 
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Top: The shopfront of Rodney's in Barking, Essex. 
Bottom: Rows of comics wait for thrill hungry punters. 










































In the field 


they do not need a drive for use in the 
shop. “The 1541 is an expensive outlay for 
businesses such as ours and it’s so slow. 
The software I use here comes on cassette 
so I’m happy for the moment to stick with 
the cassette”. 


Getting software 
_ taped _ 

Ian uses the bare minimum in the shop 
when it comes to software. No mean 
programmer himself, he has designed a 
small program to record stock levels. 
Current stock is listed by title and updated 
as and when necessary. Ian reckons that 
about 90-95 per cent of all stock is listed in 
this way and the rest taken into account at 
the end of the trading year. 

He admits that keeping the stock control 
up to date is a mammoth task and is not 
always done immediately. Still, a few 
hours spent entering the information is 
preferable to keeping stacks of paperwork 
around the office and his data is almost 
instantly accessible. 

He’s now using the much-accliamed 
MicroSwift spreadsheet from Audiogenic 
to control the financial side of the 
business. As a delivery of comics comes in, 
Ian writes all the details of price, order 
number, name etc on a separate sheet for 
each company. Each sheet is then saved 
onto a separate tape so that it can be 
altered as the stock from a particular 
company changes throughout the week. 

Ian is thus able to save all the data 
relevant to a particular order in a coherent 
manner so that he has important details of 
the current state of trade at his fingertips. 

In this way, if a distributor phones up 
with an enquiry about, for example, an 
unsettled payment, Ian can load the 
relevant sheet and assure the company 
within a couple of minutes that the 
payment has, in fact, been made. 

Ian doesn’t use any of the complete 
Business packages written for the 
Commodore 64 as he reckons that his 
system is satisfactory at the moment. The 
computer calculates profits for VAT 
returns but then all the details are turned 
over to his accountant. As the business 
expands, which Ian hopes it will continue 
to do, he acknowledges that he’ll have to 
invest in more advanced software. 



Ian Broom and staff discuss the metaphysical 
implications of the latest issue of The Swamp Thing. 


He plans to buy a disk drive for his 64 
when a faster machine comes on the 
market and will then investigate the many 
suitable packages available on disk. Like 
other shop owners, Ian is keen on 
investigating the possibilities of linking up 
his machine to the till so that the stock 
records will automatically be altered as 
each sale is made. 


Back for more 

“A satisfied customer comes back for 
more”, says Ian and using a computer in 
the shop undoubtedly enhances the service 
they are able to give. A quick look at his 
home-made database and Ian is able to 
advise whether or not a comic is in stock. 

The key to their successful customer 
relations lies in their enthusiasm for and 
understanding of all that they sell. Ian’s 
knowledge of the C2N cassette unit has led 
him to provide a repairs service for his 
clients. He recently discovered that a 
modification to the unit by Commodore 
prevented any turbo cassette from loading, 
and since Christmas he has repaired over 
200 of these faults. 

In the computer games department, Ian 
admits that piracy can be a problem but- 

us wmmm 



once again their computer often comes to 
the rescue. “We get a lot of people 
bringing a game back and saying that it 
won’t work when it’s obvious that they’ve 
copied it. We just load it up into our 
system and if it does work they have to 
admit defeat and take it away. 

“We’re all games enthusiasts ourselves 
and know a lot about all the games we sell 
so we can explain what each one is about 
before a customer buys it. This cuts down 
on the numbers of people who bring tapes 
back that they’ve copied saying they didn’t 
like it and then asking to swap.” 

A self-confessed adventure games addict, 
Ian even offers a free helpline service to 
anyone who gets stuck with an adventure. 
“This started when Anirog challenged me 
to finish a game within two weeks. I did it 
and they then asked me if they could give 
out the number of the shop as a helpline 
for people who needed hints on their 
games. The first morning I got about 
twenty phone calls!” 

He tries to restrict this service to a set 
number of hours a week but inevitably gets 
inundated with calls for help at the most 
inopportune moments. One chap from 
Glasgow regularly phones up for about 
twenty minutes at a time. “I’d love to 
know what his phone bill is”, quipped Ian. 

Finally, I asked Ian in which area of his 
business his Commodore system has 
contributed the most. “The computer is 
used for so many applications that it’s 
difficult to say. I think that it has enabled 
us to give a more complete service to our 
customers and without satisfied customers 
we wouldn’t be here.” 

There’s no doubt that business is 
good at Rodney’s Books and Games 
and Ian’s success goes a long way to 
show that a small shop does not have 
to spend large amounts of money on 
installing a useful system. Knowledge 
of what a computer can do plus a little 
imagination seem to be of greater^ 
benefit than state-of-the-art 
equipment that nobody knows how to 
use. □ 
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After a long 
absence. 

Commodore-guru 
Jim Butterfield is 
back. And he's deal¬ 
ing with graphics, his 
favourite subject. 
This month he's look¬ 
ing at an unusual 
video feature called 
Extended Colour. 


by Jim Butterfield 


EXTENDED COLOUR ON 
YOUR 64, 16 OR PLUS/4 


There’s a feature on the Commodore 64 
that’s not very well known. It can give you 
attractive displays very easily, especially 
for “poster” type announcements. It’s call¬ 
ed Extended Colour — and it gives you a 
choice of background colours. The same 
feature may be used on the Commodore 16 
and Plus/4: we’ll mention how to imple¬ 
ment it on those machines, too. 

Normally, you may choose a range of 
colours for everything you print on the 
screen of your Commodore 64. But each 
colour — each letter — is set against a 
single background colour. You know the 
background colour: that’s the one you set 
with POKE 53281 ... on the 64. Let’s 
categorize the choices: 

• Each character may be a choice of 
colours 

• There are up to 128 possible charac¬ 


ters, plus reverse characters 

• The screen has only one background 
colour. 

Let’s make a trade. If you cut down your 
character set to 64 characters, with no re¬ 
verse characters allowed, you may now 
select any of four background colours inde¬ 
pendently for each character. You will still 
have a full choice of character colours. 

How do we make such a trade? We select 
extended colour mode, giving away our ex¬ 
tra characters in favour of a choice of back¬ 
grounds. On the Commodore 64, we do 
this with POKE 53265,91; on the 
Commodore 16 or Plus/4 we do it with 
POKE 65286,91 ... but wait! Don’t do it 
yet; this POKE should be used within a 
program. 

If you couldn’t wait and typed in the 
POKE shown above, you’ll have some 
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trouble seeing the cursor. As soon as you 
switched to extended colour mode, you 
“give away” the reverse characters, and 
the cursor flash effect is achieved by means 
of these characters. So you’re typing semi¬ 
blind; put everything back with a POKE 
to the same address using a value of 27 
rather than 91. You’ll be happy to see the 
cursor again. 

The Tradeoff 


When you go to extended colour, you get 
extra background colours; in a moment, 
I’ll show you how to select them. But you 
lose characters; you get only 64 of them, 
and there are no reverse characters. The 64 
characters you get are generally the “un¬ 
shifted” character set. 

You’ll use these “missing” characters to 
signal which background colour you want 
printed. When we get down to program¬ 
ming, we’ll seem to be trying to print re¬ 
versed characters, or shifted characters, or 
both together. When the program runs, 
we’ll get only the standard unshifted 
characters every time, but they will appear 
on a variety of backgrounds. If this seems 
complex, wait until the example which 
will make everything clear. 

So we are limited to the unshifted 
characters; depending on which mode 
we’re in, that might be either upper case 
(graphics mode) or lower case (text mode). 
Fancy graphics characters are out — but 
the screen will gain extra richness from the 
variety of backgrounds. 


Choosing the 
Background 


First, you must pick the four background 
colours you want. The first one is the 
“standard” background colour; on the 64, 
you set it with POKE 53281 ... as you 
have done many times. The other three are 
easy; on the 64, you set them with POKEs 
to 53282, 53283 and 53284. On the 16 and 
Plus/4 you may use the COLOUR com¬ 
mand to set two of these colours 
(COLOUR 0.. and COLOUR 3.. will 
work) but you’ll be better off to do a 
POKE to addresses 65301, 65302, 65303, 
and 65304. The addresses stack up as in 
Figure 1. 

The table also hints at the way you 
choose the background colour. If you print 
an unshifted character, it will appear on 
the standard screen background. If you 
print a shifted character, it will appear as 
an unshifted character — but on a different 
background . . . and so on. 


A Simple Banner 
Program 

When you enter the program, you’ll need 
to distinguish between shifted and unshif¬ 
ted characters. To make things easy, we’ll 
force the computer into text mode. Enter 
the command: PRINT CHR$(14) and 
when you press RETURN, the screen will 
flip into lower case (“text mode”). This 



65301 

65302 

65303 

65304 


Figure 1 


will make entry easier, since you won’t 
have to spot graphics characters; but be 
careful you observe upper and lower case 
as you enter the program. 


COMMODORE 64 
PROGRAM: 


100 data "hello" / 0 
110 data "WELCOME TO 
THE",0 

120 data "wonderful 
world of",l 

130 data "COMMODORE 
EXTENDED COLOR", 1 
140 data "press any key 
to quit",0 
150 data "x",0 
200 print chr$( 142); 

chr$(l47); chr$(144) 
210 poke 53281,1 
220 poke 53282,2 
230 poke 53283,3 
240 poke 53284,4 
250 poke 53265,91 
300 print 
310 read x$,x 
320 if x$ = "x" goto 400 
330 t = 40-len(x$) 

340 print tab(t/2); 

350 if x = 1 then print 
chr$(18); 

360 print x$ 

370 goto 300 
400 c = 3 

410 c = c+1: if c> 15 then 
c = 2 

420 poke 53284,c 

430 forp=l to 1000:next 

p 

440 get x$:if x$ = "" goto 
410 

450 poke 53265,27 


16 AND PLUS/4 
PROGRAM: 


100 data "hello",0 
110 data "WELCOME TO 
THE",0 

120 data "wonderful 
world of",l 

130 data "COMMODORE 
EXTENDED COLOR", 1 
140 data "press any key 
to quit",0 
150 data "x",0 
200 print chr$(l42); 

chr$(147); chr${144) 
210 poke 65301,113 
220 poke 65302,82 
230 poke 65303,83 
240 poke 65304,84 
250 poke 65286,91 
300 print 
310 read x$,x 
320 if x$ = "x" goto 400 
330 t = 40-len(x$) 

340 print tab(t/2); 

350 if x = 1 then print 
chr$(l 8); 
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360 print x$ 

370 goto 300 
400 c = 83 

410 c = e+Is if c>95 then 
c = 82 

420 poke 65304,c 
430 tor p = 1 to 1000: 
next p 

440 get x$:if x$ = " " 
goto 410 

450 poke 65286,27 


The program 
explained 

Lines 100 to 150 contain the information 
to be printed, plus a “flag” to indicate if 
we are to print in “reverse” font. We could 
achieve the same thing within the string 
using clever cursor movements, but it 
would be a little harder to type. The last 
line “x”, is a signal for us to stop. 


At line 200, we print three special 
characters: 142 moves us to graphics mode 
so that we’ll print the message in capitals; 
147 clears the screen; and 144 sets our 
printing colour to black. We could choose 
to print in any colour combinations, of 
course. 

Lines 210 and 240 set our four back¬ 
ground colours. We’ll meddle with colour 
number 4 later, but this sets it initially. On 
the 16 and Plus/4, we may set both the col¬ 
our and the hue ; you may try experimen¬ 
ting with these values. 

Line 250 puts us into multicolour mode. 
We’re ready to print, and that’s what we do 
in lines 300 to 370. Each line is centered 
on the screen: we calculate the number of 
empty spaces on the line (variable T) and 
then TAB half that amount to center the 
message. If flag X signals we desire 
“reverse” mode, we do so with CHR$(18) 
on line 350. 

Lines 400 to the end take background 4 
through a range of values so that we see the 
background behind ’COMMODORE EX¬ 


TENDED COLOR’ continually chan¬ 
ging. And when we’re finished, we kill ex¬ 
tended colour mode and return to normal 
with the poke on line 450. 

It’s interesting to see the characters re¬ 
turn to their “true” identities as the pro¬ 
gram terminates. 

Problems and 
Challenges 

In the above example, we’ve used only one 
printing colour — black. In fact, you can 
choose as many as you want in order to 
generate very effective “posters”. We’ve 
all noticed that some colours work together 
better than others, so you may wish to try 
various combinations to get the best effect. 

For alphabetic characters and spaces, it’s 
easy to find the equivalent “shifted” 
characters . . . just hold down the shift key 
and you’ve got it. You’ll have a challenge, 
however, to find some of the shifted equi¬ 
valents of punctuation and numeric keys. I 
won’t give the game away by telling you 
the special combinations, but here’s a hint: 
go into extended colour mode and then try 
pressing keys with the Commodore key 
held down. Make a note of what you find 
so that you can generate the characters you 
need later. 

Extended colour deserves more at¬ 
tention. With a little artistry you can 
divide the screen into differently col¬ 
oured “windows” that will make your 
presentations more dynamic . . . and 
more colourful. □ 


Get more out of your CBM 64 Micro with the 

New Marconi RB2 Tracker Ball 



Name: 


! Address: 


I___H 1: — _I 


ONLY 


£59.50 


Inc. VAT 


To: Central Trade Exchange Ltd. 
Ashton Lodge, Ashton Road, 
Dunstable, Beds. LU61NP. 

Tel: 0582 61283. 

Please send details of the new 
Marconi Tracker Ball. 


n 


Marconi’s new Tracker Ball is superior to either 
a mouse or joystick and is easier to use. 

The RB2 design incorporates 
Marconi’s vast experience in 
making Tracker Balls for Air 
Traffic Control and professional 
equipments which demand 
maximum performance and reli¬ 
ability. It is drift free and gives 
more precise positional control - 
the cursor position on screen rek 
directly to fingertip movement on 
the ball. The three push buttons 
normally control the delete, return and 
copy functions but you can also assign 
your own functions to the buttons. 


FREE! 


Utilities Program. 
Graphics Program on tape 


It’s perfect, whether your micro is your 
hobby, an educational tool or a source of low 
cost CAD/CAM applications. It’s ideal for 
word processing and games too, and unlike 
a mouse needs no regular cleaning. 

Available from most Computer 
Dealers or from Central Trade 
Exchange Ltd. 
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Now that you have played Ghostbusters a nd D T's Decathlon, it's about time you 
used your 64 to play some music: Rod Stewart, Abba, The Beatles or even Mozart 
and Tchaikovsky. Commodore's new Music Maker Play along Albums let you do just 
that. Or just sit back and listen . . . 


Commodore has released three 
Playalong albums to kick-off what 
promises to be an expanding series: 
Pop Hits, The Beatles and Popular 
Classics. Although they’re in the 
‘Music Maker’ series, you need no 
extra software to use them. Music 
Maker’s keyboard overlay would be 
a bonus, but you can get by without 
it. Each package costs £9.99, comes 
with appropriate sheet music and is 
available on tape and disk. 


Spot the difference 

All three albums work in the same 
way — they just play different 
tunes. So let’s look at the facilities 
offered. There’s two ways to use 
these programs: you play along with 
them in a variety of ways by 
pressing the 64’s keys, or you just 
sit back and let the tunes play 
themselves. 

Each program is menu driven and 
uses the function keys to select 
options. It couldn’t be simpler. The 
main menu lists twelve tunes. When 
you’ve chosen one, the secondary 
menu lists three playing options: 
Single Key play, Rehearsal mode 
and Performance mode. 

Whichever you choose, a musical 
keyboard is depicted on the screen, 
with a ‘hand’ pointing to the notes 
you must play. The accompaniment 
takes care of itself — you just play 
the melody line. 

In Single Key play, you control the 
timing and rhythm. Pressing any 
key plays a note, together with its 
backing. So you can plod along, 
getting the feel of the music. 

In Rehearsal mode, you must 
press the correct keys. Again the 
accompaniment waits for you. But 
you must get the timing right this 
time; press a key too quickly and 
the program ignores it. 

Now you’ve learnt the melody, 
you move up to Performance mode. 
Here, the accompaniment plays 
itself and you provide the complete 
melody line. A metronome counts 
you in; from there it’s up to you to 
keep time and play the right notes. 

A few more points: each program 
lets you increase and decrease 
tempo, and change the pitch so you 
can tune the computer to other 



musical instruments. If you haven’t 
got a Music Maker keyboard, the 
manual tells you which of the top 
two rows of keys on the 64 produce 
notes. It takes a little getting used 
to, though. For true professionals, 
the Midi interface lets you connect 
a standard Midi keyboard. 

A music score book accompanies 
each package, containing the 
melody lines for the tunes. Notes 
are large and bold, each one 
identified with its letter. Above the 
staff, you get chord boxes for the 
accompaniment — all nicely laid 
out for the beginner. 

If playing along is too much like 
hard work, the tunes will play 
themselves, using the Autoplay 
facility. LP mode plays all twelve 
tunes consecutively, whilst Concert 
or Jukebox mode plays them in any 
order you select. 

To brighten up the screen while 
they’re playing, you get a choice of 
two graphic displays: a moving bar 
chart showing the three voices, and 
a set of dancing notes. You can also 
connect the 64 to your hi-fi amplifier 
using the audio/video socket and a 
5-pin DIN lead — there’s a 
remarkable improvement in sound. 
So let’s look at each package 
individually. 


_Pop Hits_ 

You’ll be disappointed if .you’re 
expecting to hear all your recent 
Chart favourites in this lot. The 
choice is strictly middle of the road 
and pretty unadventurous — a bit 
like those beginners music books 
you bought when you started 
playing your Woolworth’s organ. 

Sixties and Seventies fans get a 
frenetic version of Telstar, Free’s All 
Right Now (nice drum beat and bass 
line) and, the hardy perennial, 
House of The Rising Sun. 
Apparently folk fans never tire of 
hearing Streets of London, so 
there’s a tired helping of that, and a 
tastefully done Morning Has 
Broken. 

More up to date, you get Rod 
Stewart’s Sailing (good to singalong 
with), and two Abba numbers: 
Thank Your For the Music (no k. 
thanks) and The Winner Takes It All. 
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Rehearsal mode shows you which notes to play. 


Main Menu lists all twelve tunes — for nostalgia buffs only. 
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Although the latter was impressive, 
the real hit on this album is The 
Entertainer (theme from The Sting) 
— great tune, brilliant arrangement. 
Worst offender? Barry Manilow’s 
/ Write The Song — we wish he 
hadn’t. 


_ The Beatles _ 

Hardened Beatles fans have got so 
used to the Fab Four’s ditties being 
‘vandalised’ that another hatchet 
job won’t bother them. At least all 
the tunes are recognisable: some 
are commendably arranged, others 
will just annoy the purist. 

Hard Day’s Night gets a reggae 
beat whilst And I Love Her features 
a calypso-style bass line. Things 
improve with We Can Work It Out, 
Get Back (nice attempt at George 
Harrison’s country guitar), and Day 
Tripper (best tune on the album). 

Now to the songs that get ‘null 
points’. Sadly, they’re all Paul 
McCartney tear-jerkers. Michelle 
sounds like a funeral dirge, 
Yesterday lacks feeling and Eleanor 
Rigby is played like a military 
march. 

What lets this album down (it 
applies to Pop Hits too) is that 
melody lines are altered to simplify 
them; that’s annoying for such well- 
known tunes. You can overcome 
that by playing it your way in Per¬ 
formance mode. 

Secondly, the same ‘sound’ is 
generally chosen for melody lines, 
which makes them tedious after a 
while. There’s no lack of invention 
in the backing. In fact, the variety of 
sounds is impressive. So why not 
use them up front? 


_Popular Classics_ 

Don’t be put off by the title, you’ve 
probably heard all the tunes on this 
album, the emphasis being on 
Tchaikovsky and Mozart. The former 
gets four pieces including part of 
The Nutcracker suite. Unfortun¬ 
ately, his offerings show both the 
best and the worst. 

Capriccio Italian (not a frothy 
coffee) is pacey, full of whirling 
cadenzas and generally a treat. That 
goes for Brahms’ Hungarian Dance 
too; both sound like fairground 
organ music. But Romeo and Juliet 
fails miserably. Remember how it 



sounded at the movies — sob, sob. 

And that’s the problem: how do 
you make pieces designed for an 
orchestra sound reasonable with 
only three ‘voices’? They’ve tried to 
do it by cramming the accompani¬ 
ment with complex arrangements. 
Sometimes they work (Mozart’s 
Night Music, Bizet’s Toreodor 
Song), and sometimes they suffer 
by being too ambitious, like Grieg’s 
Hall of the Mountain King and 
Strauss’ Emperor Waltz. 

_Conclusions_ 

If these albums were for listening 
only, you’d get bored with them 
pretty quickly. The fact that you can 
play along in a variety of ways 
overcomes any musical criticisms. 
The makers have had to 
compromise: they’ve- had to use 
well-known tunes and arrange them 
simply, and they’ve overcome the 
limitations of the 64’s SID chip. 

On the whole, the result is a 
pretty impressive piece of pro¬ 
gramming. As a package, these 
programs have educational value 
for the musical beginner who’s 
impatient to produce impressive 
sounds straightaway. For the rest of 
us, they prove what a wonderful 
little machine the 64 really is. □ 

Bolidan Buciak 


• Music Maker Playalong Albums 

• Commodore UK 
1 Hunters Road, 

Weldon, Corby, 

Northants NN17 1QX, 

Tel: 0356 205555. 

• £9.95 each (tape/disk) 
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Holds 10- 
514" Disks 

£ 2.45 

Ind. VAT, Post 
Packing 


M.F. 50 
Floppy 
Disk Box 

Holds 50- 
514" Disks 

£ 9.50 

Ind. VAT, Post 
&. Packing 


M.D. 12/30 
Micro 
Disk Box 


M.F. 10 
Floppy 
Disk Box 


Holds 12 to 30- 
y/z" Disks according 
to thickness 

£ 7.85 

Incl. VAT, Post 
& Packing 


Rockfort Diskfile Range of products 
not only offer an easy reference and attractive 
disk filing system but also offer complete 
protection from damaging dust particles. 
Post for your order today! 

















































ALLENGING SOFTWARE 


CHALLENGING SOFTWARE 






Now on 
Commodore 64 


Spy vs Spy is two player cartoon fun! 
The black and white spies chase each 
other around the embassy. 

They steal secrets and plant 
traps, playing against each 
other on a split screen display. 


Available from software dealers everywhere or direct from 

Beyond Competition House, Farndon Road, Market Harborough, Leicester LE16 9NR. 
Access/Barclaycard telephone: 0858 34567. Price £9.95 inc. P&P 
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There are a number of misconceptions 
about waferdrives, so it’s best to clear 
those up at the start. Both of the units on 
test are single drives which use a 
continuous tape as the storage medium; 
the tape being contained in a hard plastic 
case, with a shutter to protect the tape 
when it is not in the machine — rather like 
a mini videotape. The tape is extremely 
narrow, only l^mm. It is driven by a drive 
shaft pressing against a rubber capstan, 
exactly the same as a normal cassette 
recorder. 

There is only one control on these 
waferdrives; a small button that acts as a 
‘play’ key when the unit is first switched 
on to boot up the operating system for the 
drives. One major difference between 
these drives and a normal cassette recorder 
is that there is a directory on each tape 
which can be read and displayed on the 
screen, rather like a disk drive. 

Spot the difference 

The original intention was to compare the 
two drives in a ‘head to head’ review. But 
apart from a slight physical difference in 
the case, the drives are identical in every 
respect, even down to both having the 
same name! Unless otherwise stated 
therefore, all comments are equally 
applicable to both drives. 

Even the physical differences are mainly 
cosmetic, the Dean Electronics Quick 
Data Drive is slightly larger and has the 
play button at the back of the unit; the 


by Chris Durham 

Can't afford a disk drive 
for your Vic or 64? Slow- 
loading cassettes drive you 
up the wall? Now there's a 
solution called the "wafer 
drive", a device that runs 
fifteen times faster than a 
cassette but costs less than 
half the price of a 1541. 
Two almost identical 
versions are now available 
from Audiogenic and Dean 
Electronics. How did they 
shape up? 

Entrepo Drive from Audiogenic has it’s 
play button at the front to be easily 
accessible. The operating system wafer (of 
which more later) is completely 
interchangeable; in fact the two drives will 
work together without any problem at all 
since the operating system allows two 
drives to be daisy-chained (or one drive 
plus the datasette). 

The hardware 

The Entrepo unit has a metal case while 
the Dean Electronics unit has a plastic 


exterior. This means that although the 
Entrepo unit is smaller it is also heavier. 
The metal unit would presumably stand 
up to a lot more knocks than the plastic 
one, but since the delicate part in both 
units is the drive mechanism this is 
unlikely to cause any problems. 

Both units have a red light to show when 
the tape is being accessed and both have a 
flap over the tape slot to prevent dust and 
other debris entering the drive. 

There is a lead which plugs into the 
cassette port and the port is also repro¬ 
duced at the back of the drive. This is to 
allow the daisy-chaining of the second 
unit. Like the datasette, both units take 
power from the 64. Note that only two 
devices can be accessed, so putting on two 
waferdrives will prevent the use of the 
datasette. 


Load and Save 

One slightly annoying point if you are 
using the datasette with the waferdrive is 
that the motor is only switched on when a 
command is actioned; i.e. you cannot 
rewind a tape without typing a dummy 
‘load’ command because the waferdrive is 
totally under computer control and turns 
the motor off at the end of each access. 
However, this does mean that there is no 
fiddling about with ‘PRESS PLAY ON 
TAPE’ when using the Waferdrive since 
everything is automatic. 

The waferdrives are supplied with a k. 
separate operating system whichU^ 
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The manuals 


effectively takes over from the normal 64’s 
Basic for cassette control. This is 
contained on a wafer-tape and must be 
loaded into the computer immediately 
after switching on. It is called the ‘Quick 
Operating System’ (QOS) because in 
addition to controlling the waferdrive it 
also speeds up the data rate on program 
and file transfers to something 
approaching that of the 1541 disk drive. 

Table 1 shows the results of loading a 
10K program from the three devices. 
Although the waferdrive figure looks 
impressive, the wafer only had 3 other 
small files on it. Had the wanted program 
been nearer the end of a large tape then 
this would have been reflected in a longer 
load time. 

In case you are wondering how a 
continuous tape can have an end, there is a 
metal strip on the tape which acts as a 
reference point. The first thing on the tape 
is the directory, which must be read before 
the drive knows where to find the file. So if 
there are already a number of files on the 
wafer, these must be skipped over before 
the correct one is read in. 

The tape does wind on at fast speed, but 
you must remember that the waferdrive is 
a serial device and cannot hope to compete 
directly with a disk drive when searching 
for files. This is noticeable when saving a 
small file. 


1541 Disk Drive.26 secs 

Waferdrive.30 secs 


C2N Cass Recorder ..201 secs 


Table 1 — 10K program load 

Table 2 shows the result of saving a 
small file on an archive disk/tape; i.e. one 
that already has a large number of files on. 
Because the cassette is able to continue 
saving from where it stopped after the 
previous save it is nearly twice as fast as 
the waferdrive, which has to update the 
directory each time it does a save. 

The figures in both tables represent the 
extremes and show that the savings in time 
quoted for the waferdrive are very 
dependent on the type of access, the 
amount of data already on the wafer and 
also the size of wafer. Wafer tapes are 
available in different lengths; the longer 
wafers have longer access time, but hold 
more data. 


1 541 Disk Drive. 6 secs 

Waferdrive.54 secs 


C2N Cass Recorder ....28 secs 


Table 2 — Small program 
save 

One point to note is that despite doing 
numerous tests of different file sizes etc, I 
was never able to get a speed increase of 15 
over the datasette, nor beat the speed of the 
1541 (both of these claims are made in the 
manuals). This could have been due to the 
size of the blank wafers that I was using 
(64K), so the moral must be to always use 
the smallest possible tape length (16K) 
conversant with the application. 


_ Utilities _ 

In addition to the QOS, several utilities are 
incorporated into a ‘File Management 
Utility’ (FMU). These include the ability 
to copy from disk or cassette to wafer and 
vice-versa (unprotected software only). 
You can also read the directory, format a 
new wafer, make a backup of the QOS 
wafer and even clean the drive by running 
a special cleaning wafer. 

Although the FMU has to be ‘loaded’ it 
is, in fact, resident all the time under 
normal conditions. It only has to be 
reloaded from the wafer if another 
program has been run which has 
overwritten the area of memory used by 
the FMU machine code. Although both 
drives will work equally well with either a 
Vic-20 or a 64, the QOS is different for 
each machine. Originally it was intended 
that both versions would be present on all 
QOS wafers, the computer automatically 
loading the correct version. It now appears 
that this is no longer the case and you must 
specify which computer you want to use 
the drive with. This is unfortunate for 
anyone with both computers, unless they 
can get hold of both QOS wafers. 



Games and Business 
_ Software _ 

One of the early doubts about non¬ 
standard devices such as waferdrives was 
whether or not there would be any 
software supplied in the necessary format. 
I am glad to say that at least some software 
has been transferred to waferdrives, 
although at present the prices are more 
than the equivalent cassette versions. 

Audiogenic has both its range of games 
and business software available on wafers 
and hopes to release some of their business 
software for the 64 on this medium. The 
total list of titles is currently about 30 and 
includes games like ‘Impossible Mission 3 
and at least one word-processor. 

Dean Electronics supplies three games 
with its drive; all worked perfectly and 
loaded faster than the cassette version. The 
problem, at least until you know, is that 
they will not load under QOS; they have to 
be loaded with a normal Basic load 
command otherwise the drive spins, but 
produces nothing more than a ‘device 
timeout’ message. If you have already 
loaded QOS then you have to switch the 
computer off and on again before loading 
the game. 


It was here that Entrepo scores slightly 
over Dean Electronics. The latter’s 
manual seems at first glance to be identical 
to the Entrepo one, but this is not quite so. 
There are a number of errors in both 
manuals, since there have been some 
changes to the facilities available; Entrepo 
cover these in an errata sheet, but Dean 
Electronics didn’t supply a similar sheet 
with their review copy, although they say 
one will be issued in future. 

Secondly, there are a couple of diagrams 
in the Dean manual which are either 
incorrectly referenced or fail to show what 
is being mentioned. There is a small write 
protect tab on the side of the wafer, rather 
like those found on the back of a cassette; 
this is clearly shown in the Entrepo 
manual, but the Dean Electronics manual 
has a photograph of the top of a wafer 
where the tab can’t be seen. 

Apart from the faults mentioned, both 
manuals show how to use the new 
commands, which are virtually identical to 
the normal Basic commands. They also 
cover any questions the customer may 
have, like ‘what is QOS?’ or ‘How many 
files are allowed?’ (The answer to that is 
255, but I don’t advise you to try to get 
that many on — you’ll lose all the speed 
advantages). 

_ Conclusions _ 

At £79.95 for the Entrepo drive and 
£99.95 for the Dean Electronics drive, 
neither is a cheap alternative to the 
datasette. Whether they are a cheap 
alternative to a disk drive depends on what 
you want them for. 

If you write a lot of your own software 
and want faster access, a directory and a 
compact medium then these devices fit the 
bill nicely. If you intend buying 
commercial software however, then look 
very hard at what software is available on 
wafer before committing yourself. 

I enjoyed using them, but at the end of 
the day I think they will stand or fall on 
the available software. Without it they 
have little chance of making real headway 
against the 1541, but if sufficient support 
is forthcoming then waferdrives could 
become a very popular peripheral. 

As to which of the two drives is the 
better buy, there is little to choose 
between them except on price. Since 
that is the case I have to recommend 
the Entrepo drive; smaller, more 
robust and a slightly better manual, 
plus a saving of £20 over the Dean 
Electronics Drive. □ 


Device: Entrepo Quick Data Drive 
Supplier: Audiogenic 
Address: PO Box 88, Reading, 
Berks. 

Price: £79.95 


Device: Quick Data Drive 
Supplier: Dean Electronics (also 
W.H. Smiths) 

Address: Glendale Park, Fernbank 
Road, Ascot, Berks. 

Price: £99.95 
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WARP*5 GET A LOAD OF THIS!!! 

■ £9.95 

inc. p/p 

WARP*5 will speed loading from your 1541 by over 5 
TIMES FASTER. 

Example: A 154 BLOCK program which normally loads in 1:40 will 
load with WARP*5 in 18 SECONDS!! 

WARP*5 also includes enhanced DOS commands for easier use. 

Also includes a bonus program — BOOT MAKER 
Convert your machine-code programs to 
AUTO-RUN-WARP-LOAD 
from disk. ___ 

TOOLKIT MK.2 

NOW THIS BEST SELLING " 

COLLECTION OF 1541 DISK - 

UTILITIES IS EVEN BETTER!! - 

INCLUDES:— 

* FAST DISK COPIER * EVEN FASTER DISK COPIER 

* LOADING ADDRESS RELOCATOR * AUTO RUN MAKER 

* DOS CHANGER * FILE LOCK/UNLOCK * DISK DOCTOR 
DISK DRIVE MONITOR * DISK LOG * FILE RECOVERY 

* COMPACTOR * FILE COPIER * DISK ERROR LOCATOR 
DISK ERROR MAKER — MAKES READ ERRORS 20 
21,22,23,27 & 29 WHICH ALLOWS YOU TO BACKUP ALL 
YOUR VALUABLE PROTECTED DISK SOFTWARE 

ONLY £17.95 inc. p/p 

Upgrade available for original TOOLKIT owners. 

Phone or write for details. 


Overseas orders please add £1.00 

Send cheque or P.O. to: 

MPS SOFTWARE 

36 ALEXANDRA GROVE, LONDON N4 2LF 
01-800-3592 


PCN REVIEW 

"The facilities for setting 
selection criteria . . . 
are impressive" 

"It represents very 
good value 
for money" 

". . . particularly 
easy to use" 


DEMO DISK 
NOW AVAILABLE 
with Manual 
£5 + VAT 
(refundable) 






Database 
Management 
System 



'SIMPLY FILE' DBMS 

THE PRACTICAL FILE SYSTEM 

PET 2000-8000 £65 +VAT 
CBM 64 (DISK) £60 +VAT 

Send for details of other 
rograms and free newsletter 


Simple Software Ltd 15 Havelock Rd 
Brighton Sussex BN1 6GL 
Tel (0273) 504879 



TOP TEW 

IN 

EDUCATIONAL SOFTWARE 


FOR THE 

COMMODORE 64 or VIC 20 
ONLY £4.95 EACH 

( 1) PHYSICS O LEV/CSE 
( 2) BIOLOGY O LEV/CSE 
( 3) MATHS CSE 

( 4) COMPUTER STUDIES O LEV/CSE 
( 5) MATHS 12/14 YRS 
( 6) SCIENCE 12/14 YRS 
( 7) MATHS 8/11 YRS 
( 8) ARITHMETIC 7/10 YRS 
( 9) REASONING 11 + 

(10) KNOWLEDGE 9/99 YRS 
Immediate delivery by First Class Post 
MICRO-DE-BUG CONSULTANCY 
DEPT. CU. 60 SIR JOHNS ROAD 
SELLY PARK, BIRMINGHAM B29 7ER 
TEL. 021-472 7610 
(Please state computer) 

Written and produced by Qualified Educationalists. 


U.m.Soft Banrira 

COMMODORE 64 SOFTWARE SPECIALISTS 


Our Our 


Arcade/Action 


RRP 

Price 

Simulation/Strategy C64 

RRP 

Price 

Archon* 


11.95 

9.95! 

Battle for Normandy* 

14.95 

12.751 

Axis Assassin* 

NEW 

7.95 

6.75t 

Combat Leader’ 

.14.95 

12.751 

Beach Headll* 

NEW 

9.95 

8.50t 

Fl5StrikeEagle* 

14.95 

12.751 

Blue Max* 


9.95 

8.50! 

Fighter Pilot* 

9.95 

8.501 

Bounty Bob Strikes Back* 


9.95 

8.50! 

Heathrow Air Traf. Con. 

' 7.95 

6.501 

Castlesof Dr. Creep 

NEW 

9.95 

8.501 

MIGAIleyAce* NEW 

14.95 

12.751 

Cauldron 


7.95 

6.501 

Operation Whirlwind’ NEW 

>11 95 

10.201 

Choplifter* 


9.95 

8.501 

Spitfire 40 

9.95 

8.50! 

D-Bug* 

NEW 

7.95 

6.751 

Super Huey* (Helicopter Sim.) 

8.95 

7.95! 

Dambusters* 


995 

8.50! 

The Bulge (Battle for Antwerp) 

9.95 

8.501 

Dropzone* 

NEW 

9.95 

8.501 

Theatre Europe NEW 

9.95 

8.501 

Entombed 

NEW 

9.95 

8.501 

747 Flight Simulator 

12.95 

10.251 

ELITE* 

NEW 

14.95 

12.75! 

Utilities/Hardware C64 



Falcon Patrol II 


7.95 

6.851 

Breden s Basic (Disc + Tape) 

39,95 

25.00 

Frak! 


8.95 

7.50! 

Designers Pencil* by Activision 

11.95 

10.20! 

Hard Hal Mack* 


9.95 

8.501 

GAS Kit* byAmrog 

14.95 

11.851 

Impossible Mission* 


8.95 

7.50t 

JetpackCompiler (Basic)* 

14.95 

11.851 

M.U.L.E.* 

NEW 

11.95 

10.15t 

Home Accounts’by Dialog 

14.95 

12.751 

One on One* 

NEW 

9.95 

8.501 

Machine Code Tutor 

14.95 

11.851 

Pastfinder* 


9.95 

7.951 

Music Keyboard (Disc or Tape) 

29.95 

25.55 

Pitstop 


9.95 

8.501 

Psychedelia 

7.50 

6.501 

PcIePositicn* 


9.95 

8.50! 

Tony Hart's Art Master 

995 

8.501 

Psi Warrior* 


8.95 

7.501 

White Lightning* 

19.95 

15.801 

Raid over Moscow* 


9.95 

8.501 

Business C64 



Realm of Impossibility* 

NEW 

9.95 

8.501 

Calc Result (Easy) by Handic 

49.95 

39.75c 

Shadowfire 


9.95 

7.951 

DFM Database by Dialog 

24.00 

20.45d 

Spelunker* 

NEW 

9.95 

8.50t 

Easy File 

50.00 

42.600 

Spy Hunter* 


9.95 

8.50! 

Easy Stock 

75.00 

63.90d 

Stealth* 

NEW 

9.95 

8.501 

Forecaster* / Planner’ / Entreoreneur */ 


Super Pipeline II 


9 95 

8.501 

Decision Maker* by Brainpower 

19.95 

17.501 

World Series Baseball 

NEW 

7.95 

6.501 

Practicalc64* 

39.95 

29.201 

Adventure C64 




Superbase 64* by Precision 

99.95 

85.00d 

Amazon 

NEW 

19.95 

18.000 

Stockaid by Dialog 

30.00 

25.55d 

Castlecf Terror 


9.95 

8.501 

Vizastar64(XL4) 

99.95 

89.00c 

Fahrenheit 451 

NEW 

19.95 

18.00d 

Extensive iange — Call for discount prices. 


Gremlins 


9.95 

8.50t 

Educational C64 



Heroes of Karn* 


7.00 

6.001 

Commodore "O" Level Sub. 

9.95 

8.501 

Lords of Midnight* 


8.95 

7.501 

First Steps with Mr Men (4-8) 

895 

7.501 

Macbeth 


14.95 

11.851 

French Mistress level A/B 

8.95 

7.501 

Murder on theZmderneuf* 

NEW 

11.95 

10.151 

Longman "O" Level Subjects 

7.95 

6.501 

Rendezvous with Rama 

NEW 

19.95 

18.00d 

MrT'sseriesforchildren(4-lOJ 

9.95 

8.50! 

Spiderman 


7.95 

6.501 

Quick Thinking (7 +) 

6.95 

5.95t 

The Dallas Quest 


14.95 

12.75d 

Star Seeker 

995 

8.50! 

Witch'sCauldron 


7.95 

6.50! 

Extensive range call for discount prices. 



l ~ cassette tape , d - diskette c - ROMcartndge * - Disc version available 

HUNDREDS MORE TITLES AVAILABLE -ALL AT DISCOUNT PRICES 
* * * MOST Cl 6, PLUS/4 and Cl 28 titles available — ALL with similar discounts to C64* * * 
Please send stamp for our complete list (state which computer). 

Please include 50p for Post and Packing (£1 outside U K) for all orders less than £20. 
Send Cheque, Eurocheque or Postal order with order to: 

UK Soft Centre Ltd 

PO Box 36 DUNSTABLE Beds LU6 2NP 
Telephone; Dunstable (0582) 607929 
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W as it only a month ago 
that we were gossiping 
last? It doesn’t seem 
that long ago, but still I’ve got so 
much to tell you. Come closer... 

Remember I told you a couple of 
issues back that you were lucky 
enough to have your own 3-2-1 
game on the way. It was, as I 
reported, to have been advertised 
on TV with the jolly jokes of Ted 
Rogers. Seen the ad yet? 

Doubt it, by the time you read this 
they might just have got things 
sorted out, because they ran into 
trouble with the IBA. No, it wasn’t 
the quality of Ted’s jokes, but the 
wording of the ad. Apparently the 
phrase ‘guaranteed prize’ con¬ 
stituted a lottery and the whole ad 
had to be redone, in the words of 
Frank Moya at Micro Computer In¬ 
ternational, “Causing us an eight 
week delay at considerable cost”. 
I’m still waiting with bated breath to 
receive my review copy and a 
miniature dusty bin ... 

Another company having hassles 
with a game are Elite. The game in 
question is 91 ITS, the turbo¬ 
charged racing game, and it’s prov¬ 
ed to be so bad that it’s not going to 
appear. The Spectrum version is, of 
course, now available ... 

A hotshot thespian tells me that 



"Look Felicity, it's that 
gorgeous hunk from Hotshots'' 


Jeff Raggett, late of Artie Com¬ 
puting, is set for stardom on Broad¬ 
way. Well, Chiswick Amateur 
Dramatic Society actually. Seems 
he’s playing Howard Keel’s leading 
role in their rendition of the hit 
country bumpkin musical, 
Oklahoma! — pass me the pumpkin 
pie, Ted.Jeff recently appeared in 
EMAP’s offices for another part, as 
an Advertising Manager. He didn’t 
get it. 

Somebody else who’s also been 
making public appearances in a 
leading role is Kevin Toms. A lewd 
little hotshotophile spotted he and 
his missus posing for pictures in a 
well-known ‘men’s’ magazine’s 
Reader’s Wives section. A pony 
should ensure the picture is never 
reprinted on these pages Kev, in 
crisp fivers if you please. One 
wonders what his next game will be 
called now .. Porno Star maybe ... 

Also of a risque nature is St 
Bride’s School in Ireland, an institu¬ 
tion where grown-up girls frolic in 
gymslips, white socks and bonnets 
and relive their missed childhoods 
(see pic). It stirred up quite a lot of 
interest last year when the national 
newspapers got hold of the story 
and suggested that the schools 
idea of fun was a bit kinky with 
discipline being a major element of 
the place. 

I tell you all this because the 
school is now also a software 
house with an adventure game 
under its bonnet called The Secret 
of St Bride’s, featuring a heroine 
called Trixie Trinian who goes fo the 
school for “a taste of the storybook 
boarding school life and finds it just 
a little too real” ... Sounds in¬ 
teresting I thought. Sounds very 
interesting. 

Grabbing a dirty mac and a pack 
of sweets I rang the headmistress 
herself, a woman with a very prim 
kind of voice. Before I knew what 
was happening she had me stan¬ 
ding in the corner. “No it’s not adult 
software. The newspapers just blew 
the whole sex element up, it’s 


nothing of the sort. The game itself 
is an adventure which takes our 
heroine through time.” Apparently 
there’s a prize too. A free trip? I 
wondered, “No, free software for 
life”. I shall be reviewing the game 
as soon as I get my sweaty palms 
on it, and doing a profile of the 
place as soon as I can get into my 
old school shorts ... Well the 
thought of it is all too much for me; 
I’m going to have to lie down till 
next month ... See you then. 


NEWS 


GOLDEN AWARDS: Five titles 
marketed by US Gold in this 
country have just received 
nationwide recognition in 
America by winning their 
categories in the Electronic 
Games Design Awards. 

The Arkies, as they're known, 
awarded each year by the 
magazine Electronic Trader, 
are the software equivalent of 
Oscars and Grammies. 

The games which won five 
out of the twelve possible 
awards are Blue Max — Best 
Computer Action Game, Buck 
Rogers — Best Action Video- 
game, Congo Bongo — for 
audio visual effects, Miner 
2049er — Mini Arcade Game 
of the Year and Ultima III — 
Computer Game of the Year. 

Ultima III is not yet released in 
the UK but we're promised that 
the game is on its way and that 
it's absolutely wonderful — very 
complicated, for the serious 
gamesplayer only. Com¬ 
modore User is batoning 
down the hatches and getting 
in the cans in readiness for a 
real test of endurance. 


RISING SUNS: Ocean has ac¬ 
quired the rights to eight of 
Japan's top arcade games, 
produced by the arcade 
house of Konami. 

The deal follows the success 
of the World Series Baseball ti¬ 
tle which is currently doing well 
in the charts and was signed 
from Konami on the Imagine 
label. 

The first titles should be out 
within weeks. These are Hyper¬ 
sports and Konami's Tennis 
and they'll be selling for £8.95. 
Also on the way is Vie Ar Kung- 
Fu , Hyper Rally and a class¬ 
room farce called Mike. I'm 
flattered that my schoolboy ex- 
ploits should now be 
recognised. 



PREVIEWS 


A new football simulation on the way is 

Bobby Charlton’s Soccer. The game is 
not just endorsed by the old Hotshot 
himself, claim the company, but involved 
his guidance and advice throughout. It 
attempts to provide a thorough simula¬ 
tion of the whole game and thus mixes 
elements of strategy with arcade games- 
play. Sounds like a combination of Foot¬ 
ball Manager and International Soccer , 
but can it be as good as either of them? 
The first phase is the managerial mode 
whereby you program your team’s 
abilities, setting levels for skill, stamina 
and accuracy. Once you’ve covered all 
this you move onto the game, controlling 
passing, shooting and tackling with the 
joystick. I’ll be refereeing this one next 
month. 



mm 


Exclusively reviewed next month is the 

big fight game from Elite, Frank Bruno's 
Boxing This is another simulation made 
with the aid of expert advice - this time 
from Frank Bruno and Terry Lawless. 
The object of the game is to become 
Heavyweight Champion of the world, and 
to do that you have to beat eight boxers 
in succession, each of which has a dif¬ 
ferent style of fighting. As Frank Bruno 
you are able to punch in various ways, 
dodge and weave. You can also duck, but 
how Frank was able to give advice on 
that escapes me. 


STOP PRESS 


Hold the Hotshots page! US Gold 
have just signed a deal to distribute 
Epyx software in this country. They 
beat Beyond to the deal with cash up 
front. There’s nothing as hot as Im¬ 
possible Mission on the way though. 
You’ll have to make do with Winter 
Games and Summer Games II 
instead. 
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SINCLAIR SPECTRUM 

SPELLBOUND 
STARBIKE 
KOKOTONI WOLF 
THE PYRAMID 
HORACE GOES SKIING 
GILLIGANS GOLD 
ANT ATTACK 
3D TANK DUEL 
JACK & THE BEANSTALK 
SORCERY 


BEYOND 
THE EDGE 
ELITE 
FANTASY 

MELBOURNE HOUSE/PSION 
OCEAN 
QUICKSILVA 
REALTIME 
THOR 
VIRGIN 


10 Top titles on one cassette! only 

£ 4.99 



Features 

the Hit Single 

Do they know »ts 

Christmas? J 

band-aid/ 


COMMODORE 64 

GUMSHOE 
PITFALL 
STARTRADER 
KOKOTONI WOLF - 
CHINA MINER 
GILLIGANS GOLD *- 
FRED 

GYROPOD 
FALCON PATROL - 
FLAK 


A & F 

ACTIVISION 
BUG BYTE 
ELITE 
INTERCEPTOR 
OCEAN 
QUICKSILVA 
TASKSET 
VIRGIN 
U.S. GOLD 






Available from multiple retailers and specialist computer stores 

All proceeds to The Bob Geldof Band-Aid Ethiopian Appeal Fund. 
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F G H 


This month's exclusive mop is Charles Goodwin's 
medieval maze mystery Gates of Dawn . There's a lot to 
do, so whilst the instructions take you through the map 
with grid references, they don't always tell you what you 
have to do — some of the answers you'll have to work 
out for yourself. I suggest you draw an 8 X 8 grid and do 
a dotted arrow map of your own from the instructions. 
There are other ways of doing it as well, but this is the 
programmer's so it should be good enough for you. 


Y ou start, logically enough, in room AO. Proceed 
B1, pick up scroll and read it, this slows the 
blobs down. Pick up the bottle at the back and 
go CO, Cl, B1, A2, A3. In A3 take the bottle which is 
full of oil, pour it out and you get ‘well oiled’. This 
allows you to slip through the web. Go A4 pick up the 
hip flask and jar and proceed into A5. You have to 
pay a toll to go any further — give up the jar. 
Proceed A6, A7, B7, B6, pick up the mushroom, go B5 
pick up crystal, B4, B3, B2 go out the door and come 
in again so if you’re killed you face the right way. 
Pick up the ruby. Proceed B1, Cl, CO, DO, EO, FO, GO, 
HI drop a crystal in the water and it freezes over. H2. 
If you back straight out of this room you miss it 
altogether. Same applies to H3. Go H4, G5, G4, G3. 
Offer the toll gate a crystal. Go G2, G1, FI, El, D1, D2, 
C2, C3, C4, C5, C6, C7. Pick up the flashing jewels 
you need these to get through. Come back through 
C6, C5. Here is a good place to eat your mushroom. 
This will make various invisible creatures visible. 
However, everything else now looks like a mushroom 
too for a while. Proceed C4, C3, collecting the 
flashing jewels/mushrooms. Go back through C4, C5, 
C6, C7. Then D7, D6, E6, E5, E4. Hopefully you have 
with you a second mushroom. Eat it and you’ll shrink. 
You can now get under the block. Go through into 
F3, F4. Catching the roving mushroom reveals a 
hidden door which takes you into F5. There’s another 
block in your way, under which is a jewel and a 
sword. Push the jewel out from under the block and 
it’ll kill you off, but you have to do it because you 
need the sword and that’s the only way to get it. 
Return F4, F3, E3, E2. Walk into the shimmering lights 
and they’ll turn into apples — these will restore your 
strength. Proceed El, D1. You should have a burning 
sword with you — use it on the block of ice. You get 
another sword, a different one which you’ll need 
later. Swords are important from now on so collect 
them. Go D2, C2, C3, C4, C5, C6, C7, D7, E7, F7. Use 
the gemstone as a barrier. G7. In G6 catch the 
falling star. Into H6 you’re nearly there but you’re 
going to get attacked by four different nasties, and 
you’ll need different swords for each of them. And 
finally H7. You’ll have to find out what amazing 
experience you’re in store for on your own. 
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Alternatives to Basic on the 64 


Nearly all home computers have the 
Basic language built into them as 
standard, and the Commodore 64 is no 
exception. But that doesn't mean you're 
stuck with Pokes and GOSUBs. There's a 
wealth of other languages just waiting 
to be explored. We've rounded up the 
most recent implementations of Forth, 
Pascal and COMAL — all readily 
available for the 64. 



Melbourne House's fast-loading version of 
Forth 


FORTH 


The latest version of Forth on the Commo¬ 
dore 64 comes from Melbourne House. 
It’s called Forth + and comes on cassette 
for £14.95. A nice touch is that Pavloda 
Fast-loading is included, so you’re up and 
running in around two minutes. But once 
loaded a few simple keystrokes convert it 
to disk orientation. 

A 36 page pocket sized manual is provid¬ 
ed which covers the major aspects of the 
implementation reasonably well. As usual 
it is not a tutorial in Forth — and you’ll 
probably need reference books if you’re a 
beginner. Over half the manual is devoted 
to a reference guide of the standard FIG 
dictionary. The rest covers the specialities 
of this version which really make it differ¬ 
ent from other versions. 

There are two main departures from the 
FIG standard both of which make use of 
features for which the 64 is renowned. His¬ 
torically most Forth systems have treated 
disk storage as virtual memory, loading 
blocks of source code into RAM and “for¬ 
getting” them when done. In this way 
large applications could run economically 
not grabbing huge chunks of memory as 
they go. 

The 64 as we know from the Advertising 
Standards people has a jumbo sized 
memory. Forth + makes use of this feature 







instead of referencing disk or tape contin¬ 
ually. Thus tape users are not bedevilled 
by extraordinary loading times or where on 
tape block 25 may be. Furthermore when a 
program has been debugged it may be sav¬ 
ed as just that, re-loaded and run by a SYS 
command without even the need to re-load 
the Forth operating system each time. 
What a splendid way to write and save 
programs! 

In addition, your programming is made 
easier because you can actually forget all 
those hundreds of POKEs needed to create 
music, sprites, graphics etc. These are all 
pre-defined as Forth + words that only 
need you to specify the parameters. There 
are INK, BORDER, HRG (for high reso¬ 
lution graphics) PLOT, sprite defining and 
moving words, FREQ PULSE and many 
more. Games enthusiasts may even use 
JOYSTICK and PADDLE! 

For the really dedicated there is the 
Forth Assembler. Beginners beware. This 
needs a full understanding of Forth and 
6502 Assembly language, but (although I 
have never actually put it into practice) 
should allow you with relative ease to mix 
high level Forth and machine-code rou¬ 
tines for that extra speed and gloss. 

After a little time with the 64, I found 
just about everything checks out. Like any 
new operating system it takes a little time 
to get used to it. After that I reckon that 
with Forth + I was as near to heaven as I 
have been for many a moon. My only pro¬ 
blem, unsolved because I had too little 
time, was that I could not open any Files to 
other devices. I suspect that invoking Ker- 
nal routines could be the way to do it, but, 
as said, with care. 

As a bonus a game is also provided on 
the tape which will give some hints on how 
to use Forth + . To play it, though, you’ll 
need a joystick. 

This version of Forth is more at¬ 
tuned to the 64 than any other I have 
seen. For what is certainly a superior 
operating system than the resident 
Basic (I am biased — so what?) in¬ 
cluding syntax error trapping, com¬ 
piled speed, assembly language and 
access to 64 sound and graphics. At 
£14.95, can you afford to ignore such 
an offer? 

Richard Hunt 

• Forth + 

• Melbourne House 
Castle Yard House 
Castle Yard 
Richmond 

TW10 6TF 
01-940 6064 

• £14.95 

• not to be missed 


PASCAL 


Of the many languages developed that rec¬ 
tify the niggling faults in Basic, Pascal has 
recently become the most popular. There 
are several versions around on the 64, but 
the most recent is Pascal 64 from First 



First Publishing's Pascal 64 is available only 
on disk 


Publishing. It’s a disk-base compiler 
costing £34.95. 

Most 64 compilers are disk-based as they 
tend to be pretty big; 16K to 32K typically 
and this would leave little RAM for the 
programs and machine-code produced by 
the compiler. 

Pascal 64 employs some protection 
method that cause it to misload quite fre¬ 
quently — at least my copy did. I started 
by reading the manual several times and 
had high expectations but as I tested it, se¬ 
veral errors arose and I became somewhat 
disillusioned. 

The First problem I encountered was 
that the command to load the compiler 
kept on coming up with “? FILE NOT 
FOUND ERROR”. An examination oF 
the directory showed that a LOAD 
“BOOT”, 8 was needed, not what the 
manual said. 

Having programmed in Pascal For se¬ 
veral years now I was surprised to Find that 
several test programs I entered all gave 
syntax errors. The Fault lay with the com¬ 
piler in that it had to have all identiFiers 
(keywords and operators) separated by 
spaces — even a space between 
WRITELN and (I) in the statement 
WRITELN (I). Normal Pascal is not quite 
so strict. 

Two words can be used to describe 
Pascal 64: user unfriendly. The whole pro¬ 
cess of editing and running the program 
involves the following process: 

• Load up program 

• Change it 

• Save to disk 

• Load compiles (one minute) then com¬ 
pile program to disk 

• Load LOADER program and run it to 

load compiled code from disk 

• Run or save machine-code 
Depending on the size of your program 
this can take from two to Five minutes to 
do. IF by accident you type in the wrong 
name to the compiler then it bombs out 
with a “FILE NOT FOUND ERROR” 
and has to be reloaded. 

The Pascal syntax is a little unusual in 
places but anyone who learnt with a com¬ 
piler should have little trouble moving on¬ 
to others. The range oF extensions to allow 
Commodore 64 facilities is not bad — 


these include string handling, sprites, poke 
and peek and graphics, plus an interrupt 
facility. It would be nice if it could also in¬ 
clude inline machine code. 

My impression of the compiler is that it 
is a pretty good piece of software but the 
authors have never let anyone else test it 
out. Certainly most English programmers 
put a space between PROGRAM and 
NAME in input prompts, but that is a 
minor quibble. More attention should 
have been paid to tidying up the ‘front 
end’ of the program and how it is used. In 
addition I would like to see a few big exam¬ 
ple programs included in the disk. 

Despite the flaws in the software, the 
manual is an impressive 50-page ring 
bound affair. It explains how the compiler 
works and then gives a comprehensive 
overview of Pascal, its syntax, variables, 
maths operators, structures et al. The 
whole lot is interspersed with small pro¬ 
grammed examples. 

This is generally a good product but 
it’s spoilt by a few errors and general 
unfriendliness. The code produced 
runs pretty fast and the ability to 
PEEK and POKE and SYS machine 
code means that this can be used to 
produce fast games and utilities. If a 
revised edition is brought out with 
these points attended to then I can 
happily recommend it. 

David Bolton 


• Pascal 64 

• First Publishing 
Unit 20B, 
Horseshoe Road, 
Horseshoe Park, 
Pangbourne, 
Berks. 

07357 5244 

• £34.95 


COMAL 


COMAL has its origins in Denmark in the 
early 1970s. Borge Christensen found his 
students were writing Basic programs that 
were difficult to understand, debug and 
maintain. Having read the ideas of Niklaus 
Wirth, the inventor of Pascal, Christensen 
collaborated with Benedict Loefstedt to 
improve on Basic. Its use in education 
meant that the new langauge had to be easy 
to use like Basic, but powerful like Pascal. 
The result was COMAL, Common Algor¬ 
ithmic Language. So now you know. 

COMAL is now the recommended pro¬ 
gramming language for education in Den¬ 
mark, Sweden, Eire and from 1986, 
Scotland. COMAL has developed quietly 
over the last four years. Its progress was 
monitored by International representatives 
of the users and industry and in 1982 a 
standard, called the COMAL Kernal, was 
Finalised. 

In December 1983 it was announced to 
the world. Since 1983 the COMAL car¬ 
tridge for the Commodore 64 has been us¬ 
ed by selected people to eliminate the bugs 
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and suggest improvements. 

COMAL is available on a cartridge for 
the 64. It costs £49.99 and comes complete 
with 320-page manual and demonstration 
disk. It’s currently available from ICPUG 
— more details later. With the inbuilt en¬ 
hancements to allow easy use of the faci¬ 
lities of the Commodore 64, the cartridge 
turns the 64 into the most powerful home 
computer. It can access 152K bytes of 
memory with a future expansion of an ex¬ 
tra 32K catered for. 

COMAL’s ease of use is shown by its 
editing environment, which includes the 
following: AUTO, RENUM, FIND and 
CHANGE. Lines are checked for syntax 
errors on entry. Sections of programs can 
easily be listed to printers, disks or 
cassettes. 

Routines stored on disk or cassette can 
be merged into user programs without the 
worry about overwriting existing lines. 
Programming niceties, such as line inden¬ 
ting to highlight program structures, is 
catered for automatically, unlike Pascal 
where the user must do it himself. 

COMAL caters for the following pro¬ 
gram structures: 

• IF . . THEN . . ELIF . . ELSE . . 
ENDIF 

• CASE . . OF . . WHEN . . 
OTHERWISE . . ENDCASE 

• REPEAT . . UNTIL 

• WHILE . . DO . . ENDWHILE 

• FOR . . TO . . STEP . . DO . . 
ENDFOR 

• LOOP . . EXIT . . EXIT WHEN 
. . ENDLOOP 


An error handler structure is available 
for the programmer to trap errors or create 
his own error handling routines: 

TRAP . . HANDLER . . ENDTRAP 
The user can also define functions and 
procedures with two-way parameter pass¬ 
ing and local variables. 

The COMAL cartridge enhances the 
COMAL Kernal with eleven packages in¬ 
cluding commands to control paddles, joy¬ 
sticks and lightpens, plot high resolution 
graphics, define and control sprites, and 
play music. It also provides interrupt 
driven sprite movement for animation and 
interrupt driven playing of music. 

A speciality of COMAL for the 64 is the 
ability to do Turtle graphics. Many of the 
commands of Commodore LOGO are im¬ 
plemented in the Turtle package so provi¬ 
ding two Educational languages for the 
price of one. Special commands to support 
windowing techniques, WINDOW and 
VIEWPORT, are available for business 
applications. 

To put the icing on the cake, there are a 
number of utilities: 

• dump text or graphic screens to a 
printer, cassette or disk 

• load text or graphic screens from 
cassette or disk 

• redefine character sets 

• function key defined on start-up to com¬ 
monly used commands 

• redefine function keys 


• write COMAL routines in machine 
language and link into COMAL to form 
part of the language 

• spare ROM socket provided in the car¬ 
tridge for the user to add such routines in 
EPROM. 

To sum up, COMAL is a language 
that suits educational needs, while at 
the same time providing facilities for 
commercial applications and games 
creation. 

COMAL is being promoted in the 
UK Education field by ICPUG with 
technical support being provided by 
the COMAL Special Interest Group 
within ICPUG. For latest details ol 
how to obtain the COMAL cartridge 
send a stamped addressed envelope to 
ICPUG at the address below. 

Brian Grainger 


• COMAL cartridge 

• ICPUG 

45 Brookscroft, 
Linton Glade, 
Croydon, Surrey 
CRO 9NA 

• £49.99 

• a must for COMAL 
addicts 



Print — 64 and SCAN — 64 information through 
Daniel Dunleavy, 234 Jesmond Dean Road, Newcastle upon Tyne NE2 2JU 
Telephone: (091) 281 1665 

or directly from Jansen Electronics, Unter Oelbach 1, 5090 Leverkusen 3, 
W.-Germany, Telephone: (049 2171) 30676 


DISCOUNT SOFTWARE 


COMMODORE 64 




Our 



Our 

Title 

RRP 

Price 

Title 

RRP 

Price 

Shoot the Rapids 

7.95 

6.70 

Impossible Mission 

8.95 

7.50 

Slap shot 

8.95 

7.50 

Pole Position 

9.95 

8.20 

Rocket Ball 

7.95 

6.50 

Alien 

9.95 

8.35 

Drop Zone 

9.95 

8.20 

Archon 

11.95 

9.95 

Hunchback II 

7.90 

6.65 

Ghostbusters 

10.95 

9.20 

Indiana Jones 

9.95 

8.35 

Airwolfe 

7.95 

6.40 

Zaxxon 

9.95 

8.35 

Summer Games 

14.95 

12.55 

Dambusters 

9.95 

7.85 

Hobbit 

14.95 

12.55 

Bruce Lee 

9.95 

8.35 

All Level 9 

9.95 

8.35 

Raid on Moscow 

9.95 

8.35 

FI5 Strike Eagle 

14.95 

12.55 

Bolderdash 

8.95 

7.50 

Sherlock Holmes 

14.95 

12.55 

Elite 

14.95 

11.95 

Shadowfire 

9.95 

7.95 

Block Busters 

7.95 

6.70 

Spy vs Spy 

9.95 

8.35 

Strangeloop 

8.95 

7.45 

Pitstop II 

8.95 

7.50 

Aztech Challenge 

8.95 

7.50 

Fighter Pilot 

9.95 

8.35 

Jammin’ 

6.90 

5.80 

Manic Miner 

7.95 

6.70 


* 100’s more titles available 

* We also supply disk versions 

* Software for Vic 20, C16 and Plus 4 users too 

* SEND SAE FOR FREE PRICE LIST 


INTRODUCTORY OFFER: Order before the end of July 
and you will receive a voucher worth 25p off your next 
order. Saving you even more money! 


All prices include postage, packing and VAT 
Send cheques and P.O.’s made payable to:— 

RK SOFTWARE, 38 Louisville Road, London, SW17 8RW 

* * * * * RK SOFTWARE * * * * 
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ARE YOU A 
COMPUTER ORPHAN? 


With yet another load of new computers waiting to see daylight at 
next month's Consumer Electronics Show in Chicago, Dan Gutman 
speculates on the machines that have been and gone — like the 
Vic-20 — and argues against the current Stateside view that 
home computers are pretty useless objects. 


Do you have “computer 
orphans” in England? A 
computer orphan is somebody 
who owns a computer which is 
no longer being made. In 
America, the computer industry 
has been so chaotic that we have 
literally millions of computer 
orphans. In the past two years, 
dozens of companies have 
attempted to market new 
computers and failed for one 
reason or another. After each 
machine has been discontinued, 
all the people who spent their 
good money to buy the thing are 
stuck with a box that will 
probably become obsolete very 
fast. 

Here’s just a few of he recent 
casualties in the United States. 
Texas Instruments killed their 
TI 99/4A (1,000,000 orphans). 
Timex/Sinclair killed their TS 
1000 (1,000,000 orphans). 

Coleco killed their Adam 
(300,000 orphans). IBM killed 
their PCjr (300,000 orphans). 
Even Commodore has created a 
million orphans out there — the 
Commodore Vic-20 is no longer 
being made, at least not in the 
US. 

As long as an orphaned 
machine still works, it’s not such 
a big deal if the computer is no 
longer being made. But it is a big 
deal if you need to buy new 
parts, peripherals, or software. 
After a computer is no longer 
being manufactured, it generally 
becomes more difficult to find 
any new products for it. 
Companies would rather support 
the computers with “growth 
potential” So the old machines 
tend to slowly find their way into 
closets, basements and flea 
markets. (Do you have flea 
markets?) 


The Great 
Depression 


It may seem otherwise, but the 
computer situation in the States 
is pretty much a mess. The 
computer magazines don’t 
usually come out and say it, but 


it’s true. Orphaned computers 
are just a part of it. It seems like 
every week another company is 
laying off workers, shutting 
down a factory, or “filing for 
Chapter 11” (going bankrupt, in 
legal lingo). 

Two years ago there were more 
than 200 computer magazines 
here. Now there are about 15 big 
ones left. Computers and 
software seem to be poorly 
made, so it’s hit or miss when 
you bring something home from 
the store. Mixing and matching 
the various components of a 
computer system is very 
confusing, and the poorly- 
written documentation only 
makes it worse. 


Prices are dropping every 
month, so people feel like they’d 
be stupid to buy any machine 
today. The price may be cut in 
half tomorrow. Or maybe the 
company will go out of business. 
It’s not uncommon to hear 
people saying that the entire 
“computer revolution” was just 
a fad, like the hula hoop. This 
can be very unsettling to 
somebody like me, who makes a 
living writing about computers. 

I’ve got to be honest about it, 
though. America has yet to fall 
in love with computers. Most 
businesses use them, but only 
about 13 per cent of American 
homes have them (compared 
with 20 per cent that have video 
recorders and 98 per cent that 
have TV sets). 


To be or 
not to be 


Probably the biggest criticism 
about computers in the United 
States is that they don’t really 
serve any purpose. They don’t 
do anything worthwhile. We 
don’t need a computer. This 
criticism always burns me up. 
You could just as easily say we 
don’t need dishwashers, 
television sets, or automobiles. 
We could wash our dishes by 
hand, ride bicycles to school and 
work, and read books. These 
items aren’t necessities, they’re 
luxuries. So is a computer. We 
don’t need computers, but they 
are enjoyable and useful to some 


people, so they are a legitimate 
home appliance. 

It always amazes me when 
people say computers don’t serve 
any purpose. I can use a 
Commodore 64 to write this 
column, make greeting cards For 
my nephews, balance my 
budget, create a mailing list, play 
games, write music, or calculate 
my biorhythms if I want to. 
Even if we never found any 
other uses for a computer, I 
would be satisfied. 

How many purposes does a 
can opener fill? It opens cans. 
Big deal. How many purposes 
does an electric light fill? It 
lights up. Big deal. You never 
hear anyone saying that can 
openers and electric lights have 
no purpose. Because can openers 




Gutman reports 


and electric lights have a very 
simple, clearly-defined single 
purpose, they seem like useful 
things to have around the house. 
Ironically, the computer — 
which has hundreds of potential 
purposes — seems like it’s 
useless to the American public. I 
can’t figure it out. 

One thing that should be kept 
in mind is that just ten years ago, 
we didn’t have these things 
called personal computers. The 
first Apple computer went on 
sale in 1976 and that was 
followed hot-foot by the 
Commodore PET. That’s an 
incredibly short time. 

No wonder the industry is in 
such chaos today. It hasn’t had 
the time to grow up and mature. 
Imagine what the motion picture 
industry was like ten years after 
the movie camera was invented. 
I’m sure it was just as crazy as 
the computer industry is today. 

And just as exciting. 
Sometimes we forget that 
we’re participating in the 
birth of a new medium. That 
doesn’t happen every 
decade, or even every 
lifetime. What we’re going 
through today is like the 
early days of movies, 
television, and radio. Fifty 
years from now, we’ll be old 
and wise and our grand¬ 
children will sit on our laps 
and say things like, “What 
were typewriters like, 
Grandpa?” and “Who was 
Pac-Man?” 

Don’t laugh. It’s going to 
happen. 

(You can reply to this 
column directly by writing: 
Dan Gutman, P.O.B. 1882, 
Madison Sq. Station, New 
York NY 10159, USA) 

• Next month we'll he reporting 
from Commodore's stand at the 
Consumer Electronics Show in 
Chicago. 
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Beyond 
Basic 
on the 

C-16 

Part 2: 

programming 
starts here 

Lost month we introduced the 
16's built-in TEDMON 
monitor and the theory 
behind machine-code. With 
that lot out of the way, it's 
time to start some real 
programming. Don't worry, 
they're just a few short 
machine-code routines. 

by Ken McMahon 



and store the result. The third program is 
designed to illustrate the relative speed of 
machine-code over Basic. It fills the screen 
with the letter A, then changes to B, and so 
on through the C16’s entire character set 
— 255 in all including inverse characters. 

The last program introduces some more 
complex programming techniques to 
achieve the same result more quickly and 
economically. 

Addition And 
Subtraction 

Enter TEDMON by typing MONITOR, 
or M SHIFT O for short, and type in the 
short ADDITION program from the 
listing. To do this, first type A 2000 LDA 
#$05 and Return. Then, when you are 
prompted with A 2002, just type STA 
2100 and so on. When it’s all in, type. 
Return in response to the prompt, to exit 
the assembler. 

Before you run the program, let’s take a 
look at how it works. The first line should 
be familiar, as we’ve done something simi¬ 
lar before. It LoaDs, the Accumulator with 
the number $05. The next instruction, 
STA $2100, STores the contents of A 
($05) at memory location $2100. - 

The next two instructions work the same 
way. First A is loaded wioth $03, then it is 
stored at location $2101. The result of the 
program so far, is that we have two 
numbers $05 and $03 at successive 
memory locations $2100 and $2101. Now 
to add them together. 

First, we must get the first number from 
its location in memory into The A Regi¬ 
ster. That’s done by LDA $2100. Notice 
that this time there is no # sign. The # 
tells the computer to expect a literal value 
next. 

If there is no #, then the computer inter¬ 
prets the next number as an address. For 
example: LDA # $05 means “Load A with 
number $05”. And LDA $05 means 


$2100, which we know is $05 because 
we’ve just put it there. Before we add the 
next number there is one important thing 
to do: CLC. 

This instruction CLears the Carry flag. 
The carry flag is used in sixteen bit addi¬ 
tion and subtraction to indicate if a carry 
or a borrow has occurred in a previous 
operation. As we are doing an eight bit 
addition we’re not interested in it, but it 
must still be cleared. 

Here’s why: ADC $2101. This instruc¬ 
tion tells the computer to ADd with Carry 
the number at location $2101 to the A regi¬ 
ster. If we had not cleared the carry flag, 
and it had been set, this would have muck- 
















ed up the calculation, giving us a result of 
one too many. Now the A register contains 
the sum of our two numbers, so we store 
the result back in memory. 

STA $2102 STores the contents of A at 
the next location in the table. Finally the 
BRK instruction returns control to the 
monitor. Run the program by typing 
G2000. It won’t take very long! 

To see the result, type M2100 and take a 
look at the First three numbers. You will 
see the two operands $05 and $03 in the 
first two positions, and in the third, the re¬ 
sult, $08. Got it? 

The second program, SUBTRAC¬ 
TION, works in much the same way. The 
major difference, apart from the numbers, 
is that instead of ADC the SBC (SuBtract 
with Carry) instruction is used. Also, this 
time we have SEt the Carry, to indicate 
that no borrow has occurred. 


$01 is the ASCII code for ’A’, so a letter A 
appears in the first screen position. 

INY simply INcrements the Y register, 
or, adds one to it. BNE is a bit trickier. It 
actually stands for Branch if Not Equal to 
zero. In English that means ‘if the result of 
the last operation was zero, then loop back 
to address $2004, otherwise go straight on 
to the next instruction. 

The result of the last operation wasn’t 
zero, it was one, so round we go again. 
This time Y = 1, so the program stores an 
‘A’ at $0C00 + 1 or $0C01. It goes on like 
this, storing ‘A’s at successive screen posi¬ 
tions until Y equals $FF (decimal 255). 

This time, the INY instruction causes Y 
to go back to zero, the same way the coun¬ 
ter on your cassette player does when it 
reaches 999. The condition for the BNE 
instruction is no longer satisfied, so the 
program breaks out of the loop. 


Screenful 

The next program, SCREENFILL, intro¬ 
duces some new techniques, like how to in¬ 
corporate loops into your programs. Type 
it in the same way as the others, but before 
you run it, read the following explanation 
of how it works. 

• LDY #$00 and LDA #$ 01. 

Much the same thing as before, but this 
time we’re using two registers. A contains 
$01, which is the ADCII code for the letter 
’A’. Y, I’ll come to in a minute. 

• STA $0C00, Y, INY and BNE 2004. 

A lot going on here. We’re using a form of 
memory addressing called Indexed Addres¬ 
sing. The first instruction tells the com¬ 
puter to store the contents of A at address 
$0C00, plus an offset, Y. 

At the moment Y is 0 so the computer 
stores $01 at location $0C00. This address 
is the first position on the screen. As I said 



• STA $0D00, Y, INY and BNE $2008. 

This section of the program, and the next 
two, are almost identical to the preceeding 
one. The only difference is that now we are 
filling up the next 256 byte block of screen 
memory, from $0D00 to $0DFF. So, by 
the time we get to CLC, we have filled 
four 256 byte blocks of screen memory 
with the letter‘A’. We’ve overdone things a 
bit as the screen only has 1000 locations, 
but this won’t do any harm. 

• ADC #$01, BNE $2004 and RTS 

Having cleared the carry flag, we can add 1 
to the A register. It now contains 2, which 
is the ASCII code for the letter ‘B’. Now 
the program loops right back to the start, 
and repeats the whole process with the let¬ 
ter ‘B’. Only when this process has been re¬ 
peated for the entire 256 characters does 
the A register revert to zero. Our big loop 
is then broken and the ReTurn from Sub¬ 
routine instruction, RTS is carried out. 

We’ve used RTS instead of BRK be¬ 


2000 LDY #$0® 

2002 LDA #$01 
2004 STA $0L00 ' 

2007 INY 

2008 BNE $2004 
200A STA $0D00 m '' 
200D INY 
200E BNE $200A 
2 010 S T A $ 0 E 0 0 1 1 


2013 '! 

:ny 


201.4 BNE $ 

2010 

2018 

STA 1 

I-.0F00 * *! 

2019 

INY 


201A 

BNE : 

¥2018 

201C 

CLC 


20 ID 

ADC 

#$01 

1 20 IF 

BNE 

¥200" 

2021 

RTS 



cause this program is going to be run from 
Basic. When you’ve typed the program in, 
exit the monitor by typing X then Return. 
Clear the screen by holding down the 
SHIFT key and pressing CLR. Now type 
SYS 8192 and RETURN. Be careful not 
to blink or you might miss it! 

SYS 8192 is a Basic command which 


means, ‘go to the machine-code subroutine 
at location 8192 ($2000). To see how fast it 
really is, enter this short program which 
does the same thing in Basic: 

10 FOR L=1 TO 255 
20 FOR N = 0 TO 999 
30 POKE 3328 + N,L 
40 NEXT N,L 


Son of Screenful 

So machine-code really is fast! Now type in 
the last program, SCREENFILL 2, and 
run it the same way by leaving the Monitor 
and typing SYS 8192. The increase in 
speed will be imperceptible, but you can 
see from the listing that the program is six 
bytes shorter than the original version. 

Going back to Screenfill for a second, 
you will remember that we filled the 
screen in four separate 256 byte blocks. 
This required four pieces of code which 
did exactly the same job, starting at differ- 
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ent positions on the screen. In other words 
there’s a certain amount of duplication in¬ 
volved. 

Screenfill 2 cuts out the duplication by 
using the same piece of code to fill the suc¬ 
cessive blocks. To do this, two things are 
necessary. Firstly, a counter, so that the 
program knows when four blocks have 
been filled and the screen completed. Se¬ 
condly, we must have some way of altering 
the screen address from within the pro¬ 
gram, so that when one block has been 
completed we can move on to the next. 

The first problem is relatively easy to 
overcome. Screenful uses two registers, ‘A’ 
to hold the code for the current letter, and 
Y as the offset for the current screen posi¬ 
tion. Fortunately there is one remaining 
register, X which we can use as a block 
counter. 

To change the actual base address of the 
screen, we have to resort to a method 
known as Indirect indexed addressing. As 
you already know about indexing only the 
indirect aspect needs to be explained. In¬ 
direct addressing is a pretty complicated 
notion to get the hang of so let’s start with 
this simple analogy. 

Suppose you wanted to telephone a 
friend. Well, you’d pick up the phone and 
dial his or her number, simple. But this 
particular friend is a bit of a jetsetter and 
mov£s around a lot. To get hold of him or 
her you’d have to dial the operator to get 
the number. This particular operator, be¬ 
ing the obliging sort &ould also connect 
you. 

Indirect addressing works in much the 
same way. Suppose you had a table in 
memory starting at $C000A. To store the 
contents of A at the first location in the 
table you would normally use STA $C000. 
But if we first store the address of our table 
in memory, say at $FB, we can access it at 
any time by telling the processor ‘the ad¬ 
dress of the table is contained in memory 
location $FB\ 

Going back to the analogy, $FB is the 
operator, $0C00 is the telephone number 
and the data at $0C00’is your friend. 

The advantage of doing things in this 
rather round about manner is that if, for 
some reason our table were to move, all 
that would need to be done is to change the 
pointer to it at $FB. 

One last thing about indirect addressing. 
Because most addresses are sixteen bit 
numbers they require two bytes storage 



space. So in the above examples the table 
addresses $0C00 would actually be held at 
$FB and $FC. The convention is that they 
are stored in the form low byte/high byte, 
so $FB would contain $00 and $FC would 
hold $0C. 

Also, for reasons I won’t go into except 
to say that it’s more efficient, your address 
pointers must be contained in the first 256 
bytes of memory from $00 to $FF known 
as page zero. Unfortunately, most of these 
are taken up by the C16’s operating system 
and cannot be tampered with. However, 
the four bytes from SFB to $FE are avail¬ 
able, and these should be adequate for 
-most programs. 

If you’ve digested that lot then you’re as 
ready as you’ll ever be to unravel the pro¬ 
gram. As usual I’ll explain what’s hap¬ 
pening as we go along. 

• 2000 LDA #$01 and 2002 LDY #$00 

Exactly as before. A contains the character 
code for the first letter to fill the screen — 
‘A’. Y contains the offset for indexed ad¬ 
dressing. 

• 2004 STY $FB, 2006 LDX #$0C and 
2008 STX $FC 

Here we’re storing the location of the be¬ 
ginning of the screen ($0C00) at address 
$I;C. As the index register Y already con¬ 
tains $00 we’ve taken a short cut by simply 
storing it at $FB. The value of Y remains 
unchanged. 

• 200A LDX #$04 

X, remember, is the counter for our four 
blocks of screen memory to be filled. 


SCREENFILL 2 


2000 

LDA 

#$01 

2002 

LDY 

#$00 

2004 

STY 

$FB 

2006 

LDX 

#$0C 

2008 

STX 

$FC 


200A-LDX #$04 
200C STA($FB),Y 
200E INY 
200F BNE $200C 
2011 INC $FC 
2013 DEX 


2014 

BNE 

$200C 

2016 

CLC 


2017 

ADC 

#S0 1 

2019 

BNE 

$2006 

20 IB 

RTS 



the C-16 

• 200C STA ($FB), Y, 200E INY and 
200F BNE $200C 

The first line is the indirect indexed ad¬ 
dressing instruction. It means store the 
contents of register A at the address 
pointed to by location $FB plus an offset, 
Y. At the moment Y is zero, so a letter ‘A’ 
is stored at $C000 — the first screen posi¬ 
tion. The loop works the same way as in 
the last program. Y is incremented and we 
go round again, filling 256 successive 
screen positions. 

• 2011 INC $FC, 2013 DEX and 2014 
BNE $200C 

When Y reaches 256 it increments to zero 
on the next pass and the loop is broken. 
The instruction at 2013 adds one to the 
contents of $FC — the high byte of the ad¬ 
dress pointer, effectively adding 256 to it. 
Locations $FB and $FC now contain the 
start address of the next block to be filled 
- $0D00. 

Next we must decrement the block 
counter X, which will then indicate that 
there are three remaining blocks of screen 
to be filled. The program then loops back 
to fill the next block with ‘A’s and con¬ 
tinues doing so until all four blocks are 
completed. At this point X decrements to 
zero and the condition for the loop is 
broken. 

• 2016 CLC and 2017 ADC #$01 2019 
BNE $2006 and 201B RTS 

Again, this is much the same as last time. 
One is added to the A register, which now 
contains 2 — the code for the letter ‘B’. 
The program then loops back to $2006 and 
goes through the whole process again for 
each subsequent character. The destina¬ 
tion of the loop is quite important. Notice 
that the pointer is reloaded with the origi¬ 
nal start address of the screen and X, the 
block counter is reset. 

This last program probably incorporates 
more new and complex ideas than the 
other three put together, so take a little 
time to try and understand how it works. 
Whilst we’ve only saved six bytes on the 
original, this way of doing things is ob¬ 
viously more efficient if large amounts of 
data are involved. Indirect indexed ad¬ 
dressing is useful in many situations which 
involve the manipulation of data in the 
form of tables. 

Even Further Beyond 

There are two ways you can learn more 
about machine-code programming. The 
best way is by doing it. Try to adapt these 
programs to do the same thing a different 
way, who knows, you might be able to im¬ 
prove on them. If you want to find out 
more about the instruction set, learn about 
the different addressing modes, and pick 
up other techniques, there are plenty of 
books on the subject. 

Now you have no excuse to turn 
weak at the knees whenever the drea¬ 
ded words machine-code are men¬ 
tioned. □ 
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THEWAYOFTHE 


Become a master of this mysterious ancient art: progress from 
novice to Tenth Dan and test your strength and discipline. You can 
control your character with either joystick or keyboard - 18 
different manoeuvres including blocks, flying kicks, leg sweeps, 
roundhouse and even somersaults! 

Challenge the computer, facing opponents of progressively 
greater skill, or compete with a friend. THE WAY OF THE EXPLODING 
FIST has it all - addictive competitive action, dazzling graphic 
animation and sound. The wait is over - you are about to face the 
challenge of a lifetime! “Spectacular, startlingly original epic, 
most televisual game I haye encountered.”- Daily Mail. 

“Quite simply the best progKffn.” - Popular Computing Weekly 






ElBOURME HOUSI 


Now available for Commodore 
64at/^S. Available soon for 
theAmstrad^'9.95andSpectrum/'8.95. 


Available from selected branches of 

GREENS. COMET, LASKYS, Rumbelows 
WOOUIK)imi.WHSMlTH.(^), r JBSEEBa 

Spectrum Shops and all good software dealers. 
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Tommy's Tips Tom} 


Tommy is Commodore User's resident know-all. 
Each month he burrows through a mountain of 
readers' mail and emerges with a handful of 
choice queries. The result, before you, is a wadge 
of priceless information and indispensable advice 
There's even the odd useful tip as well. 


Dirty mains 


Dear Tommy , I recently 
purchased a Commodore 64 
computer. On bringing it 
home, I found that after it 
had been left on for about 
half an hour, the TV screen 
started to flicker, and 
random characters began to 
appear on the screen. This 
continued to happen until 
the screen was full of alien 
characters, whereupon the 
cursor disappeared from the 
screen. 

At this stage I found I 
couldn’t proceed any 
further (pressing restore 
and stop failed to clear the 
screen). My only option was 
to turn the computer off 
and then on again, thereby 
losing my program. 

Last week, I took the 
machine back to the shop 
where it was purchased and 
was given a replacement. 

I find that the same 
problem occurs with the 
replacement model, but this 
time only if I turn the 
television off and then on 
again, whilst the computer 
is on. 

A friend of mine said that 
he has the same problems 
with his BBC computer. 
Apparently, if the TV 
flickers (or if it’s turned 
off), it sends a “spike” to 
the computer, which causes 
these problems. He said 
that when he is typing in a 
program, every few minutes 
he saves what he has 
written on cassette, in case 
the above mentioned 
problems occur. 

Is my friend correct, or 
are our computers faulty? It 
strikes me as very tedious to 
have to continually save 
things on tape or to have to 
stop in the middle of a 
game because of these so 
called “spikes”. 

Can turning the TV off 
and then on again — whilst 
the computer is on — ruin 
the computer? 

I have another question. 
You mentioned the 
Bigmouth speech 
synthesizer in the May 85 
issue of ‘Commodore User’. 
Is this a cartridge and does 


one require any hardware 
to go with it? If not, why is 
it so much cheaper than any 
other speech synthesizer? 

The problem is not so much 
with your computer as with your 
TV. Some TVs, or almost any 
electrical item in fact, generate a 
lot of ‘garbage’ in terms of elec¬ 
trical interference, some of 
which finds its way into the 
mains wiring. A ‘spike’ is a sud¬ 
den very large voltage which ap¬ 
pears on the mains and can in¬ 
crease the voltage level by over 
50% for a fraction of a second. A 
‘surge’ is a small increase for a 
longer period. 

Either way, anything connec¬ 
ted to the mains, even through a 
transformer, can suffer a sudden 
increase (or decrease) in the vol¬ 
tage levels in the circuits. Spikes 
and surges can therefore cause 
all sorts of problems to compu¬ 
ters, spurious characters being 
only one of them. 

It sometimes happens that it is 
not in fact your own equipment 
that is causing the problem, but 
next doors! Tumble driers, 
washing machines, dishwashers, 
TVs, electric kettles being turn¬ 
ed on or off, all these can pro¬ 
duce ‘dirty mains’. The only real 
solution is to fit a mains filter 
plug on your computer. These 
are not cheap (anything from 
£12-£50), but do stop a lot of the 
garbage getting through. I al¬ 
ways use one myself and they do 
work. 

Turning the TV on and off 
will not damage the computer — 
only the data contained in it! 

Regarding Bigmouth, this is a 
software based speech synthesi¬ 
ser which uses the on-board 
sound chip (SID) to produce the 
voice. It comes on a cassette and 
can be incorporated in your own 
programs. It is precisely because 
there is no hardware needed that 
it is so cheap. 



Wrong connection 


Dear Tommy , I have a Vic 
20 Computer, I tried a cold 
start by connecting up pin 
no. 1 to pin no. 11. By 
mistake, I connected up pin 
no. 2 with pin 10 of the user 
port which resulted in my 
tape freezing up. But by 
connecting up no. 2 pin to 
either the 10 or 11 pin the 
tape works for short periods 


of time. 

Can you help as I have a 
vast amount of software I 
cannot use. 

First of all, connecting pin 1 to 
pin 11 would NOT have done a 
cold start, but short circuited 
one of the 9vac lines. The cor¬ 
rect pins for a cold start are 1 and 
3. However, by connecting pins 
2 & 10 you have connected the 
other 9vac line with the + 5vdc 
line; not a very good ideas as you 
have almost certainly damaged 
one or more components in the 
computer. I am afraid this mis¬ 
take is likely to cost you some 
money. 

Continuing to connect either 
pins 10 or 11 to pin 2 will effec¬ 
tively put a half-wave rectified 
voltage on to the 5v line, provi¬ 
ding a very unstable voltage 
(about 4v) to the cassette re¬ 
corder (and anything else con¬ 
nected to the 5v line). Do NOT 
continue to use the computer in 
this condition. 

If the cassette recorder won’t 
work when the computer is swit¬ 
ched on, but the computer works 
correctly in all other respects, 
then it may be a minor repair 
job. If the computer acts strange¬ 
ly as well then the damage is 
more serious. Either way you 
should take the computer to a 
dealer or send it to a repair firm. 
Explain what you have done 
since it could well speed up the 
time it takes them to trace the 
fault. 


Nibble and bite 


Dear Tommy , the 
Commodore 64 
Programmer’s Reference 
Guide says that in Multi¬ 
colour Hi-Res Mode, when 
both bits are set to a 1, 
“colour information comes 
from the colour nybble.” 
Where is the colour nybble? 
This is just the colour RAM 
area. A ‘nybble’ (pronounced 
‘nibble’) is, would you believe, 
half a bite (sorry, byte!). Because 


you only need four bits to repre¬ 
sent the numbers 0-15, only half 
a byte is needed in the colour 
map to represent the fourth col¬ 
our in the corresponding 8x8 
block on the screen. 


Pass the password 


Dear Tommy , please could 
you send me a poke or 
program to disable: 

a) Run/stop 

b) Run/stop and Restore 

c) CTRL 

d) C = (Commodore Logo 

Key) 

e) Shift 

f) Cursor controls. 

And please could you send 
me a program listing which 
would require a password to 
carry on. I would be 
extremely grateful if you 
could help me. 

There are some keys you can 
‘disable’ and some keys you can 
just ignore. The Shift, CTRL 
and CBM key don’t actually do 
anything on their own, only 
when used in conjunction with 
other keys. The following short 
program will do most of what 
you want in that it disables 
RUN/STOP and RESTORE, 
disables the SHIFT/CBM (up¬ 
per/lower case toggle) and ig¬ 
nores all the cursor keys and all 
shifted alphabetic keys (ie you 
can’t get the Commodore 
graphics characters). 

It will, however, allow you to 
still use the shift key will the 
numeric keys. Note that be¬ 
cause the program uses ‘GET’ 
to read the keyboard you do 
not get a cursor. Line 100 
therefore puts a little yellow 
up-arrow on the screen to show 
the current cursor position 
(Note the use of ‘Victuals’ type 
command strings in line 1005). 
10 PRINTCHR$(8): REM 
Disable SHIFT/C = 

20 POKE 808,225: REM 
Disable RUN/STOP 
and RESTORE 
1000 T$ = ” ” 
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1005 PRINT” < YEL> 

< CUL> < WHT > 

1010 GETA$:IF A$ = ” ” 
THEN 1010 
1020 IF A$ = CHR$(13) 
THEN 1070 
1030 IF A$ = CHR$(20) 

THEN T$ = LEFT$(T$, 
LEN (T$) -1): 

GOTO 1060 

1040 IF ASC(A$) < 32 OR 
ASC(A$)>90 THEN 
1005 

1050 T$ = T$ + A$ 

1060 PRINTA$: GOTO 1005 
1070 PRINT” ”:RETURN 

To use the input routine 
GOSUB 1000. On returning 
from the routine, T will contain 
the complete string that has just 
been input. It will allow deletion 
of mistakes, although don’t at¬ 
tempt to delete more characters 
than you have typed. 

Your second query can be solv¬ 
ed with the following program 
Since I imagine you want to keep 
the password in the program, 
but in a form which stops any¬ 
one reading it, you will have to 
do it in two operations. 

Firstly, type in the program as 
written and run it. When it asks 
you for the password, type in the 
one you want to use and press 
Return. A number will appear 
on the screen. Now list line 
2000 and change the value in the 
data statement to the number 
that appeared on the screen. 
Having done that, delete lines 
30, 40 and 1065. 

You can now save the program 
and when you run it (after incor¬ 
porating it into your own pro¬ 
gram) it will allow three attempts 
at the password before doing 
cold start and resetting the com¬ 
puter. Because the password is 
encoded it cannot be read by 
anyone even if they see the 
listing. The password can be up 
to ten characters long which 
gives a pretty good chance of not 
being guessed! 

5 TRIES = 1 

10 INPUT 4 ‘PASSWORD’: 
PW$ 

20 GOSUB 1000: IF 

EFLAG < >0 THEN 10 

30 PRINT TT 

40 END 

1000 TT = 0:EFLAG = 0 
1010 LN = LEN(PW$): - 
LIMIT = 10 
1020 IF LN < 10 THEN 
LIMIT = LN 
1030 FOR P = 1 TO LIMIT 
1040 CH = ASC 

(MID$(PW$,P,1)) 

1050 TT = TT + ((CH - 63)* 

(P + 26)*26)/(26 - P) 

1060 NEXT P: TT = INT 
(TT) 

1065 RETURN 

1070 READ CHECK: IF 


CHECK =TT THEN 
RETURN 

1080 IF TRIES >2 THEN 
SYS64738 

1090 PRINT “INVALID 
PASSWORD — 
PLEASE TRY 
AGAIN” 

1100 TRIES = TRIES + 1: 

EFLAG = l:RESTORE 
1010 RETURN 
2000 DATA 1146 

If you want to be really secure 
then you can read the password 
value in from a tape or disk file, 
especially if the program auto¬ 
runs. By adapting the code 
slightly you can even allow the 
user to change the password 
once he has got past the original 
password. This would then be 
stored in the password file ready 
for the next run 


Peripheral problem 


Dear Tommy , I have en¬ 
countered an interesting 
problem with peripherals on 
the 64 which I would be 
grateful if you could solve. 
My system consists of a 64 
with cassette unit and three 
serial peripherals daisy 
chained in the following 
order; CBM 1541 disk drive 
(Address No. 8), CBM DPS 
1101 Daisy Wheel Printer 
(No. 4) and Vic 1515 Dot 
Matrix Printer (No. 5). 

When all are powered up 
normally the system func¬ 
tions without problem but if 
I try to power up the 64 on¬ 
ly without switching on the 
peripherals I am merely 
presented with a blank 
screen and the tape drive 
running continuously. If the 
peripherals are discon¬ 
nected completely or the 
number unpowered reduced 
to two (either by removing 
one or switching any one 
item off) then the problem 
disappears leaving normal 
operations. 

Although no disadvantage 
to the operation of my 
system I find the problem 
fascinating and should like 
to know why it happens. 

Can you help? 

The problem is almost certainly 
due to the voltage level on the 
Serial/ATN line on the serial 
port. When the 64 first switches 
on, the Serial/ATN line goes 
‘low’ (Logic 0), then ‘high’ 
(Logic 1). In normal operation 
this line only goes ‘low’ again 
when a peripheral wants to talk 
to the computer or vice-versa. If 
you have a number of un¬ 
powered devices on this line 


then the effect is to sink enough 
current into the input circuits of 
these devices to cause the voltage 
to drop below that required to 
indicate a Logic 1 level. 

The result is that the com¬ 
puter sees the Serial /ATN line 
as ‘low’ all the time and is pre¬ 
vented from completing the 
power up sequence correctly. 
Turning a device on or removing 
one device allows the voltage 
level to rise sufficiently to re¬ 
store normal operation. It is not 
good practise therefore to leave 
unpowered devices connected as 
it can affect serial bus operations 
even if the computer powers up 
correctly. 


Spelling mistake 


Dear Tommy , please could 
you tell me if you think that 
there is anything wrong 
with my Commodore 64. I 
have had it for 13 months 
and recently a couple of 
times when I have pressed 
shift/run stop, the screen 
comes up with “PRASS 
PLAY ON TAPE”. 

I wonder if there is 
anything wrong if the first 
word is spelt wrongly. 

Also please would you tell 
me if it is possible to change 
the screen to 80 columns 
instead of the normal 40 
columns. 

Normally when you get standard 
error messages being corrupted 
like this it indicates a memory 
fault, either in ROM or RAM. It 
appears to be fairly intermittent 
from what you say and unless 
there are other faults with the 
computer, such as normal text 
being corrupted in the same way, 
it may not get any worse. Unless 
it really becomes a problem I 
shouldn’t worry about it too 
much since the computer is now 
out of warranty. Repairs could 
be rather expensive if a new 
ROM, or even a new memory 
chip, needed to be fitted. 

As for getting an 80 character 
screen, this can only be done 
using a hardware converter such 
as the boards from Impex or 
Zero Electronics. Also, although 
some smaller black and white 
TVs can be used to display 80 
columns, if you are going to do 
any amount of work with 80 
columns then a proper mono¬ 
chrome monitor is almost essen¬ 
tial. A colour TV cannot be used 
for 80 column working as the 
resolution is not high enought. 


Joystick ports 


Dear Tommy , I recently 
read about someone asking 


about a computer Joystick 
program but I would like to 
know how you give a choice 
for both ports. I would like 
to acquire a program asking 
you where your joystick is, 
port 1 or port 2 and then let 
you choose which one. 
Thank you. 

The following code will do what 
you want: 

10 INPUT 44 WHICH 

JOYSTICK PORT (1 OR 
2)”;PT 

20 IF PT = 1 OR PT = 2 
THEN 40 

30 PRINT“NO SUCH 
PORT — PLEASE TRY 
AGAIN”: GOTO 10 
40 PT = 56319 + PT 

If you combine this code with 
the program I gave in the April 
issue all you need do is change 
JR1 to PT in line 20 and delete 
line 10, remembering of course 
that you will have to renumber it 
as well! (Note that there was a 
slight printing error in that pro¬ 
gram in line 20; change the IFT 
to IF). 


Video connection 


Dear Tommy , we use a 
Commodore 64 in 
conjunction with our normal 
television, which does 
present problems both in 
usage and the quality of 
picture obtained. 

The logical step is to 
purchase a monitor to get 
the better definition. 
However, the Commodore 
monitor set is a bit pricey. 

To justify such an outlay for 
the computer alone is not 
on, so, I have looked at 
TV/monitors but have been 
bewildered by The 64’s 
requirements. Is it RGB or 
composite video, or 
something else that’s 
needed? 

Can you please advise on 
the best compromise, and 
what I should look out for. 

I’m afraid that the Commodore 
64 can only produce a composite 
video output. So you’d probably 
be wasting your money if you 
bought a RGB monitor. 

The most satisfactory solution 
would be to buy or rent a televi¬ 
sion with a composite video in¬ 
put. Your only problem would 
be making the connection with 
the computer. On the TV end, 
you’ll probably find two jack- 
plug sockets: one for the video 
signal, the other for sound. The 
64’s end has a DIN socket. Any 
respectable electrical shop will 
be able to make up a cable for 
you quite cheaply. 
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■ Loiigman Microelectronics 
AtoZ 


More on Basic 



What can you say about a 


There must by now be literally 
hundreds of books available on 
the subject of Basic pro¬ 
gramming on the Commodore 
64. So when yet another with 
exactly that title landed on the 
desk, my initial reaction was, 
understandably, ‘oh God, not 
another one.’ 

On closer examination, this 
220 page volume is a 
considerably more optimistic 
offering. What makes this book 
such an improvement on those 
that have gone before is largely 
to do with the approach. The 
authors have set out to explain 
programming techniques and 
have used the many programs 
included as a further illustration 
of exactly what is involved. 

So often it’s done the other 
way round and what you end up 
with is a motley collection of 


microelectronics dictionary 
except that it’s a mine of useful 
and useless information? Well, 
this one’s fairly comprehensive 
and up to date as dictionaries go. 
Before you actually get to the 
A-Z there’s a short section on the 
history of the chip if you’re 
actually interested in that sort of 
thing. 

Then starts the dictionary 
proper. Everything from A for 
Ampere to Z for Zuse (designer 
of a programmable calculator) 
and a great deal in between. Did 
you know for example that 
‘Baroque Technology’ is ‘the 
extravagant and sometimes 
needless use of sophisticated 
electronic equipment to enhance 
the performance of something’. 

Or that someone with a heart 
pacemaker is a Cyborg. I’ll spare 
you the definitions of ‘forbidden 
gap’, ‘bistable multivibrator’, 
and ‘kludge’. 

I can’t help wondering 
what kind of people buy this 
kind of thing. Personally I 
can do without knowing that 
my Amstrad Hi-Fi 
incorporates the latest in 
Baroque Technology, or that 
my granny’s a Cyborg. Put 
the three quid towards 
something more useful? 
_ Ken McMahon 

— Microelectronics A 
to Z 

— by Malcolm Plant 

— Longman Group Ltd 
Longman House, 
Burnt Mill, 

Harlow, Essex 

— £9.95 

— A good dictionary — 
if you're into 
dictionaries 


programs tacked together with a 
few pages of explanation — not 
the best way to learn Basic. 

The reader is introduced to the 
subject in the standard manner 
i.e. how to set up the 64, what 
the various bits and pieces do, 
and how a program works. The 
bulk of the book’s thirteen 
chapters are concerned with 
explaining Commodore’s Basic 
and the 64’s hardware 
organisation. 

On the graphics side 
everything from creating 
readable text displays to using 
the high resolution screen and 
programming moving sprites is 
covered. Sound is given similarly 
comprehensive treatment 
including a section on how 
music is actually written. 

For those with more serious 
applications in mind the section 
on file handling covers how to 
design, sort and search files, the 
nuts and bolts of all database 
programs. 

With the bread and butter 
stuff out of the way you’re in for 


BASIC 

PROGRAMMING 
ON THE 

COMMODORE 64 

Gordon Davis and Fin Fahey 



MICROPRESS 


a real treat in the last three 
chapters. The first two deal with 
programming arcade and 
adventure games and you get the 
chance to put all you’ve learnt 
into practice. 

Some useful routines are 
included like how to read the 
joystick ports and there are two 
games to type in — City Bomber 
and King Arnold's Flapjacks , 
each accompanied by an 
explanation of how they work. 

The final section takes a look 
at Artificial Intelligence type 
programs in which the computer 
simulates human thought 
processes. Programs include a 
prose writer and a version of the 
famous Eliza program which 
generates uncannily human 
responses to user input. 

Written in an easily 
readable style and packed 
with good programs, this 
book certainly justifies the 
£9.50 price tag. A worthwhile 
addition to your program¬ 
ming library if you can 
afford it. 

Ken McMahon 


— Basic Programming 
on the Commodore 
64 

— by Gordon Davis 
and Fin Fahey 

— Micro Press 

— £9.95 

— well written but 
pricey 


Tutor Time 


If you’re looking for a Basic 
tutor that you can browse 
through during the boring bits in 
World of Sport then don’t buy 
The Ceyitury Computer Pro¬ 
gramming Course For The 
Commodore 64. As well as £10.95 
this book is going to require a lot 
of dedication and hard graft. 

Edited by professor Peter 
Morse and Brian Hancock of the 
Central London Polytechnic it’s 
written very rftuch in the style of 
a university text book. That 
means three hundred and forty 
pages, microscopic print, but no 
small talk, just how to write good 
Basic programs. 

The authors recommend you 
set your 64 up in a quiet place 
where you won’t be disturbed 
and spend about an hour a day 
working through the course. 
Given the amount of material in 
the book I estimate that would 
take you about four months 
working on it three days a week. 

The material is arranged in 
four sections. First Steps, 



COURSE 
for the 



Essentials of Basic Program- 
ming, The Complete 
Programming Method, and The 
Application of Programming. 

The 64’s individual traits are 
all covered in detail: graphics, 
colour and sound, loading and 
saving programs, to mention but 
a few. However, the book’s main 
emphasis is on teaching sound 
programming methods. Hence, 
algorithms, flow and structure 
diagrams, decision structures 
and the like are all given 
extensive coverage. 

Exercises are included at the 
end of each chapter so you can 
test your comprehension of the 
ground covered. 

Don’t be put off by the 
intellectual style of this tome. 
The approach is suitable 
whether you’re a complete 
newcomer to Basic or have some 
experience and want to pick up 
some more sophisticated 
techniques. 

The reward for your hard 
work will be a sound 
grounding in the techniques 
of programming in Basic 
whether on the Commodore 
64 or, for that matter, any 
other machine. From there 
on in it’s up to you to put 
what you’ve learnt to use in 
your own programs. 

Ken McMahon 


— The Century 
Computer 
Programming 
Course for the 
Commodore 64 

— Ed. Prof. Peter 
Morse and Brian 
Hancock 

— Century 
Communications, 
Portland House, 
12-13 Greek St., 
London W1V 5LE 

— £10.95 

— The definitive Basic 
book for the 64 
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NUMERIC KEYPAD 

■Includes 


FOR CBM 64 & VIC 20 

■ Hookes into keyboard 
■Not software driven 
■Compatible with all 
commercial software 
■Leaves all ports free 
■Full travel key switches 
chegues/PO to:- 

COMMERCIAL PRODUCTS ONLY_ 

11 Hylands Close,Furnace Green, 


RETURN 

key 



BBC B 
£44.95 


lnc.P, P 


Crawley,Sussex RH10 6RX(0293)30174 & VAT 


COMMODORE 64 OWNERS 
l\/l O ISI EY 

Are you ever unsure of your financial status, think you have more than you do. forget the odd 
payment, standing order etc^Get rid of the uncertainty in your life with BAN K MAN AGER This easy 
to use program will ensure you stay on top of your finances for ever more BAN K MANAGER has 
everything, including Printer option. Personal security code, disk commands, tape/disk filing and 
much more We think that ‘BANK MANAGER’ is the best of its type available. Tape £9 95 
Disk £11.95 

TAPETO DISK TRANSFER UTILITY 

Transfer your tape programs to disk with this superb and easy to use program, producing a working 
copy on disk of at least 90% of all (normal speed) software. THIS IS TH E BEST AVAILABLE 
Tape £8.95 Disk £10.95 

TAPE& DISK BACKUP 

Produces security backup of most existing tape software (normal speed). Will also transfer any 
individual program on disk onto another disk or tape Tape £3.95 

All tapes are fast loading. Prices include VAT, p&p 

UUi/hbone Software 

Dept BCU. 8 Rye Close, North Walsham. NORWICH, Norfolk NR289EY 

FORTHEBESTINHIGHQUALITY SOFTWARE 



FASTLANE 

Fastlane is not just another TURBO' Disc loader, i.e. separate program or 
autoboot. Our master Disc creates User Discs which are completely 
menu driven for ease of use. Simply save your programs to the 
FASTLANE User Disc and then load them at up to seven times faster at 
the press of a key. FASTLANE comes complete with a copy of 
FILECOPIER to allow the easy transfer of programs to your User Discs 
Special offer price — £11.95 

DISCO-TECH 

... 01 * 180 Sec Backup * Multi Format Copier * Read Errors * Write Errors 

20 21, 22, 23. 27 29) * II Sec Formatter * Disc Interrogator * M/C Monitor * Super File 

Utility Special offer price — £14.95 

MAGNIFICENT *7* 

* Fast Backup * Fast Format * Filecopier * Disc/Tape * Tape/Disc * Disc/Turbo Tape/Disc 
File Clone * Special offer price — £11.95 

Additional discount: Any TWO deduct £3.00: All three deduct £5.00 from order 
* STRICTLY FOR PERSONAL USE ONLY * 

Write to: 23 Firtree Close, Little Sandhurst, Camberley, Surrey GUI7 8HU. 

Mail Order only. Price inc. P&P. 


PRINTERS BARGAINS 

VAT CARRIAGE & ZERO INTERFACE INCLUDED 

MANNESMAN TALLY MT80 +.Only E249 

* 80 col. 100 cps. 

* Quality print style for letters 

* Friction and tractor feed 

TAXAN KP810.Only £329 

*80 col. 160 cps. (draft mode) 

* 27 cps. (Near letter quality mode) 

* Friction and tractor feed standard 

ZERO INTERFACE.Only £45 

* Works with ALL software and all printers 
Plugs in Serial port only & uses no memory 

* Optional 16K buffer — JUST £15 

STRONG COMPUTER SYSTEMS 

Bryn Cottage, Penial, Carmarthen, Dyfed, SA32 7DJ. 

Tel. (0267) 231246 for assistance!! 




COMMODORE 64 and VIC-20 

TAPE BACK-UP BOARD ** New design — low cost board ** for the 
Commodore 64 and Vic-20. When a second CBM type cassette unit is connected 
to this board, it will make security back-up copies of cassette based software, 
including Turbo/fast loaders, basic and/or machine code and data files No 
additional software is needed. Very user friendly, the back-up copy is made on 
the second cassette while the original is loading on the first. Priced at £8 95 
plus p.p. 

STACK HARDWARE 

For the Commodore 64 

4 SLOT MOTHERBOARD Original price £38.00 — sale price £28.00 — C.K.S 
price £22.00 +p.p. A high quality switchable expansion unit, enabling up to 4 
compatible cartridges to be simultaneously inserted and turned on or off at will. 
SUPER HELP CARTRIDGE Original price £35.00 — sale price £25.00 — C.K S 
Price £21.00 + p.p. This cartridge is an absolute must for programmers, features 
include:- 20 additional basic commands — Append, Help, Renumber, 

Compactor, etc. Disassembler/monitor — with 13 commands for programming in 
machine code. DOS support — 8 commands which simplify disk commands 
(some are 1 key). 2 pass assembler — full symbolic assembler for use with the 
1541 drive. 

ARROW CARTRIDGE Original price £26.00 — sale price £16.00 — C.K.S. price 
£13.00 +p.p. This cartridge will provide the user with all the following features- 
High speed cassette operations (up to 7 times normal speed), a machine code 
monitor, hexadecimal calculator/convertor and full text editing. 

ROM CARRIER C.K.S. price just £7.00 + p.p. This rom carrier allows two 4K 
eproms (with 2532 layout) to occupy an 8K block on the CBM 64 startinq at 
location $8000 Hex, 32768 decimal. 

All orders are sent by first class post. Add 55p p.p. UK, Europe add £1.00 and 
elsewhere add £2.00. For recorded delivery in the U.K. add 25p extra or add 
£1.25 extra for registered delivery abroad. Send a cheque/P.O., or send a stamp 
for full details to:— 

CLARK KENT SOFTWARE 

26 North Cape Walk, Corby, Northants NN18 9DQ 

For enquiries ring (0536) 742622 between 3pm and 5pm. 


ASSEMBLER 64. Professional development tool. Powerful assembler/disassembler allowina 1 

LABELS. VARIABLES. PSEUDO OPS. CONTROL COMMANDS. Full manual 

Disk £11.99/tape £7,99 , 

DATABASE 64.Menu driven database Max 30900 records. 255 bytes/recdrd. 25 bytes/field ' 
15 fields/record ADD. INSERT. DELETE. AMEND. VIEW records. SEARCH for records on ' 
any field including pattern matching SCROLL through database. PRINT individual records ! 
or whole reports. SAVE/LOAD databases to disk/tape. On line HELP screens Full manual 
Disk £11.99/tape £7.99 

PASCAL 64. Powerful structured compiler FULL implementation of Pascal producing fast < 
6502 m/c Also graphics commands + PARALLEL processing — 2 progs Can be run at < 
same time Lots more. 70 page manual. Disk £39.95 i 

FRENCH 64/GERMAN 64. Two educational packages. Each graded in 9 lessons, teaching ! 

& testing verbs, grammar, vocabulary, spelling & sentences 

EACH — disk £12.95 tape £8.95 BOTH — disk £16.95 tape £12.95 

Zoom Pascal £24.95 Oxford Pascal £56.75! 

Synthy 64 £12.50 Bridge (cartridge) £ig[g 5 < 

Tiny Basic Compiler £11.95 Anatomy of 1541 d drive £14 95f 

All prices disk, overseas add £3 l 

bAE for catalogue (over 100 programs — databases, word processors 1 

spreadsheets, compilers, education, accounting, utilities, books & much more. < 

FREE ASSEMBLER 64 or game with* 
orders over £15. Disk or tape. Other < 
discounts available — see catalogue.! 


DYNAMITE SOFTWARE dept CU 
BCM 8713 LONDON WC1N 3XX. 




VIC-20 AND CBM-64 SOFTWARE HIRE 

• FREE MEMBERSHIP • 

SEND 2 FIRST CLASS STAMPS FOR YOUR 
HIREKIT TO: 

VIC-20 SOFTWARE HIRE (CU) 

8 THURLAND STREET 
NOTTINGHAM 

PLEASE STATE WHICH MACHINE 


COMMODORE 64 DATABASE — DATAFILE 

Powerful options include: print all/selective records, delete, amend, save, load, 
copy, alphanumeric sort, user defined fields, memory check, total numeric fields, 
mutli field interrelational, global and between limits searches, etc. Fully menu 
driven with comprehensive easy to use instructions. CBM 64 (compiled): 
cassette £7.45, disk £10.45. 

COMMODORE 64 WORDPRO — TEXTFILE 

Powerful word processor, facilities include — large text buffer, auto centre, 
variable tab, insert, amend, delete, copy, move text word count, right justify, 
paging, join files, multiple file handling, print all/part text etc. Fully menu driven 
with comprehensive easy to use instructions. Great value. CMB 64 (compiled)- 
cassette £8.25, disk £10.75. 

All programs with full documentation and guarantee and can be used with all 
direct connect CBM64 printers including 1520 printer/plotter. Also most 
centronics (with suitable hardware interface). Price includes fast delivery by first 
class post. Cheques/PO’s to: 

A & C SOFTWARE 

Dept. 3, 75 Oakthorpe Gardens, Tividale, West Midlands B69 2LF. 
021-557-8596 


ADVERTISERS! 

Rent this space 
for £50 or less 
per month 

Contact: Julie Madigan or 
Julia west 

01-251 622 

























Business Business Business Business Bust 


New developmen ts 


Latest business software for the 64 


This month Karl Dallas takes a break from reviewing individual business packages. He's 
rounded up the latest business offerings for the Commodore 64: two databases (one disk, 
one tape), a finance package that also runs on the Plus/4, and a piece of software that 
probes your mind ... by Karl Dallas 



All American 
database 


PFS: File is an American database, well- 
known on the IBM and compatibles, and 
no sacrifices appear to have been made in 
fitting it into the 64’s memory. Its main ad¬ 
vantage over other, ostensibly more power¬ 
ful packages, is that it is really easy to use. 

Not that it is simplistic. The search para¬ 
meters are really sophisticated. It will 
match on on the first few characters of a 
field, the last few characters, or any group 
of characters within a field. Wildcards 
(“?”) are permitted where the user isn’t 
sure of the exact letter, or where it doesn’t 
matter. Neither do searches distinguish 
between lower case and capitals. 

Each record can contain up to 32 screen 
pages, but only one file can be stored on a 
single disk — so obviously, there is no way 
of linking together data in different files. 

On its own, “PFS:file” has adequate re¬ 
port facilities — individual print specifica¬ 
tions can be SAVEd and recalled, field 
names can be printed out as well as field 
data, print each field on a separate line 
separated from the next by two spaces, or 
print a report sorted on the first ten letters 
of any single field. (If the field is numeric, 
it must be padded with leading zeroes to 
make sure that it sorts properly. Otherwise 
1000 will be taken as being less than 9, 
since it sorts on the ASCII value of the 
first character, as in an alphbetical sort.) 

for a true report facility, you can buy the 
complementary PFS:Report. It cannot be 
used without PFS:file, though the pro¬ 


gram disk includes some specimen data for 
tutorial purposes. Basically, it organises 
the data stored by PFS:file into up to 20 
vertical columns, performing calculations 
(eg running totals) resulting in up to three 
“derived” columns. Field names can be 
changed to allow them to fit into the tabu¬ 
lar print-out form. 

Report designs can be stored for future 
use and can be amended, possibly being re- 
SAVEd under new names. Up to eight dif¬ 
ferent report formats can be stored for each 
“PFS:file” file. 

Though some eyebrows may be 
raised at the joint price, the duo 
makes up a very easy-to-use and 
powerful package, an unusual combi¬ 
nation of attributes. 


• PFS: File 

• PFS: Report 

• P & P Micro Distributors, 
Todd Hall Road, 

Carrs Industrial Estate, 
Rossendale, Lancs 
BB4SHU 
0706 217744 

• £83.95 (disk) (File) 

• £73.60 (disk) (Report) 



Main menu on Company Pac 1-2-3 showing 
primary options ____ ~ 

Complete Finance 
package 

Notable in that it was first written for the 
Plus/4 and is now made available for the 
64, Company Pac 1-2-3 is a very compre¬ 
hensive accounts package, including sales 
ledger, purchase ledger, invoicing, stock 
control, and nominal ledger, allowing the 
user to proceed from one to the other via a 
main menu. 

Sales and purchase ledger each allow up 
to 500 accounts, stock control can handle 
up to 500 items per disk, and nominal 


ledger can handle up to 500 items. On an 
average disk, up to 1000 transaction can be 
handled. 

Its main weakness is nothing to do with 
software, but the fact that the 64/Plus/4 is 
basically a single-disk machine. So, since 
the various modules of the software are 
chained together, each time you change 
from one to the other, you have to swap 
your data disk for the program disk. There 
appears to be no easy way, for the lucky 
few who have a twin-disk 4040 drive or 
two 1541s, to configure the program to 
work without such disk-swapping. 

One other surprising omission is that no 
file of customer names and addresses is 
kept, so while a three-digit number is allo¬ 
cated to each account (sales or purchase), 
you have to maintain a list of them outside 
the system. 

In that case, it might have been better if 
three-letter mnemonics could have been 
used instead of figures: TES is easier to re¬ 
member than 792, if you’re dealing with 
Tesco, for instance. 

Addresses are generated automatically 
when statements are prepared from pre¬ 
viously printed invoices, however. And 
any such criticism has to be measured 
against the fact that this program is really 
pushing against the boundaries of the 
hardware capabilities. To achieve the same 
things with competitive software usually 
requires two separate programs, costing 
about £75 more. 

The disk is protected to a degree that 
verges on paranoia. Not only can it not be 
copied, but it’s impossible to display the 
directory. One advantage of this is that this 
prevents the user from trying to go direct 
to one of the modules instead of LOADing 
via the main menu, which is the only way 
it’s guaranteed to work. 

The wonderful thing about this pro¬ 
gram, for the beginner, is that it is very 
easy to use, which will make it a truly 
worthwhile investment. It is menu-driven 
throughout, and the excellently-written 
manual even explains the way you have to 
debit a nominal ledger when something is 
added to it, or credit it when something is 
taken away (the opposite of what you 
might expect), something most non¬ 
accountants find hard to grasp. 

The 46-page spiral-bound manual is un¬ 
indexed, but since the sub-sections are in¬ 
dexed alphabetically within the chapter 
headings on the contents page, it is quite 
easy to find your way around. The glossary 
page only explains computer terms; it 
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might have been more useful to have ex¬ 

plained the basic accounts terminology. 

VAT is very well dealt with. You can 
enter gross figures (including VAT) or net 
figures (excluding), and the VAT is calcu¬ 
lated and subtracted or added in each case, 
and you can also enter a zero percentage 
for non-VAT items. 

This is probably the friendliest 
financial package I have come across, 
in a not notoriously friendly area. It’s 
not cheap, but then you get what you 
pay for, don’t you? In terms of power- 
per-pound it would rate fairly high, if 
not tops. 

• Company Pac 1-2-3 

• Impex Software 
Metro House, 

Second Way, 

Wembley, Middx. 

HA9 OTY 
01-900 0999 

• £113.79 (disk) 


Filing with Orpheus 

Undoubtedly the pick of the current busi¬ 
ness packs Megabase, from Berkshire- 
based Orpheus, is a remarkably low priced 
yet very powerful database. Written in a 
Basic-like language called E-File, it is very 
fast and can be programmed with “macro” 
commands. 

Megabase can only handle up to 26 
fields, and since all manipulation is done 
in memory (one of the reasons it is so fast) 
its capacity is limited to about 21,000 cha¬ 
racters of text. Field names must not ex¬ 
ceed 458 characters in total. 

Surprisingly, there are no BROWSE, 
NEXT or LAST commands to enable the 
user to move through the files one record 
at a time, though it would be fairly easy to 
construct a macro to do this. 

A macro is a “sentence” (or program¬ 
mable instruction) which can be made up 
from a comprehensive set of commands, 
most of these are self-explanatory, Others, 
like PON (Printer On), POFF (Printer 
Off), which direct output to printer or 
screen, will be familiar from other applica¬ 
tions. The commands prefixed MAC- 
relate to macros. CR is used to send a car¬ 
riage return, FF to send a form-feed, and 
PC to send a decimal print code to the 
printer. 

For instance, in a name and address file, 
including a field showing much was 
owing, this could be updated with the 
macro: 

FIND COMPANY = “JOE 
BLOGGS” ATRECORD MOVE 
115.00 TO OWING PON DUMP. 

This would place the desired figure within 
the field OWING and then print the entire 
record on the printer. 

No variables are supported, but there are 
19 “registers” (memory storage locations) 
into which data can be temporarily loaded 
and then MOVED to the appropriate field* 
MOVE OWING TO # 1 
MOVE # 1 TO BALANCE 

The documentation is a ring-bound 
35-page A5 book with a page devoted to 
each command and a brief but clear ex¬ 


planation of how to use micros. But the in¬ 

structions on setting up fields is entirely on 
the screen and the eight lines on how to 
enter data presume a previous familiarity 
with databases. 

Such a user will be surprised to find no 
way of limiting the length of each field 
(field name plus data appears to have a 
maximum length of 256 characters). It is 
explained that numeric entries are pre¬ 
sumed to have two places of decimals, so 
that a zero entry is stored as “.00”. This 
can be changed with FIX n , where n is the 
number of decimals required. 

The manual says all commands must be 
entered in capitals, but this is not true. 
They must be in lower-case. Also, if 
SHIFT LOCK is on, then the Space Bar is 
disabled. 

Megabase is so good that its occa¬ 
sional failings, and imperfect docu¬ 
mentation, are all the harder to un¬ 
derstand. But for less than £30, there 
can’t be another Commodore 64 data- 
base to beat it. _ 

• Megabase database 

• Orpheus (Hallarch Ltd) 

The Smithy 

Unit 7, Church Farm, 

Hatley St George, 
nr. Sandy, Beds. 

0767 51481 

• £24.95 (tape, £29.95 (disk) 

• very good value 


Probing your mind 

A program that claims to be able to assess 
human potential and goes by a space fic¬ 
tion name like “Mind Prober” sounds 
like some kind of a joke. But this is actually 
a scaled-down version of “The Human 
Edge”, a suite of four programs for IBM 
and IBM-compatible machines which 
claim to “increase a user’s individual pro¬ 
fessional skills in such areas as manage¬ 
ment, sales, negotiation and communi- 
tions” devised by a California software 
house, and costing over £1,000. 

Thorn EMI, its distributor, claims that 
Mind Prober is the outcome of over ten 
years’ development, involving behavioral 
scientists, business experts, and new tech¬ 
niques like human factors assessment, ex¬ 
pert systems technology, and decision 
theory mathematics. Despite this, it is 
quite easy to learn, and very full on-screen 
instructions are available, plus a 148-page 
paperback on the techniques involved. 

The entire procedure is entirely menu- 
driven, consisting mainly of a series of 
statements about the subject of your 
“mind probe” with which the user is in¬ 
vited to agree or disagree: words like talk¬ 
ative, apprehensive, independent, achiev¬ 
ing, courteous, flaunting, empathetic . . . 
A detailed report is prepared, which may 
be viewed on the screen. Up to eight such 
reports can be stored on disk, and will be 
updated if you wish. 

It might be helpful to have a good dic¬ 
tionary by you to help in understanding 
some of the terms, probably an American 
one, since the Oxford English Dictionary 
doesn’t recognise words like “empa¬ 
thetic”. 



The user can return to any previous 
question to change an agreement to disa¬ 
greement, or vice versa, and it is possible 
at any time to update a previous assess¬ 
ment in the light of further experience. 

The vocabulary used by the reports 
would be familiar to those who read news¬ 
paper horoscopes or who participate in 
similar personality quizzes in women’s 
magazines. The report is broken up into 
sub-headings: relationships, attitudes to- 
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towards sex, what makes him/her tick. 

A weakness in the program, assuming 
that it is meant to be taken Seriously is the 
lack of any way of learning from exper¬ 
ience (apart from updating one’s own 
assessment of the subject). This is a failing 
it shares with the £1,000 version. It would 
have been valuable if users could enter the 
results of a proposed strategy, so that it 
could be modified in the light of exper¬ 
ience, especially in evaluating subjects of 
whom little was known initially. 

The most profitable way of using 
this package would be as an aid to 
careful preparation before an inter- 
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view, say, but the user should pro¬ 
bably be wary of taking its advice too 
literally — at least, until computers 
become true thinking machines. □ 


• Mind Prober 

• Thorn EMI Computer Soft¬ 
ware, 

296 Farnborough Road, 
Farnborough, Hants 
GU14 7NF. 

0252 543333 

• £17.35 (disk) 
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Nice Password. 
Shame about the Identity. 


It’s a unique combination. 

Your Special Identity Number 
and Personal Password. The valu¬ 
able key to huge databases teeming 
with activity, set on our Mainframes 
across the nation. 

On Micronet 800, you’re a 
valued individual, adding your own 
special flavour and personality to 
the database. 

Take our exciting new “ Gallery”- 
You control your personal screens 
for all to see. The intriguing “Chatline” 
public conversation service gives 
you freedom to express your views 
and meet some remarkable people. 

All part of a tremendous Com¬ 
munications section that networks 
you to 50,000 Micronet and Prestel 
users across the country. Try Tele¬ 
shopping, or interview celebrities 
live on “Celebrity Chatline” every 
Wednesday night. 

And there’s FREE (& instant) 
National Electronic Mail, plus Inter¬ 
national Telex, and the Contact and 
SwapShop bulletin boards. 

Get computer news first on 
Micronet’s daily (and controversial) 


“Newsflashes” and read up on the 
latest reviews and courses. Feast 
from our regularly changing menu of 
programs to download straight into 
your micro - absolutely free. 

You also get access to Educa¬ 
tional Computing’s “School Link” 
and Prestel’s huge 300,000 page 
database, including world news, 
business & share bulletins and 
optional homebanking. For only 
£16.50 per quarter, that’s less than 
the price of a daily paper! 

Micronet is unique amongst 
networks and bulletin boards as it 
keeps your phone costs very low with 



special local* rate calls whenever 
you connect up - that’s around 40p 
for a whole hours entertainment 
each evening. 

The only accessory you need is 
a Modem, to get the best value for 
money around in micro communi¬ 
cations. 

Fill in the coupon for the full 
facts and send to Micronet 800, 8 
Herbal Hill, London EC 1R 5EJ. But 
be warned, Micronet 800 is a ‘living’ 
service with ever-expanding fea¬ 
tures. So maybe you’d be better to 
call in at your local Micronet 800 
Action Station. There are thousands 
of Micronetters waiting to meet you ! 

R : MICRONET 800, Durrant House, 8 Herbal Hill, | 
London EC1R 5EJ. Telephone 01-278 3143. 

Please send me the full facts about Micronet 800. 

Name__ 


Make/Model of Micro_ 

Address_ 


Telephone_ 


* For 98% of telephone users. 

Prestel is a trademark of British Telecommunications pic. 
On Prestel 
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See Micronet 800 in action! 

See Micronet at John Lewis, main Boots, Laskys or your local computer store. 


_AVON_ 

Bath. Boots, 1 Marchants Passage, 
Southgate. Tel: 0225 64402. 

BristoL Avon Computer Rentals, 
16 West Street, Old Market 
Tel: 0272 550600. 

BristoL Boots, 59 Broadmead 
Tel 0272 293631. 

BristoL Laskys, 16-20 Penn Street 
Tel: 0272 20421. 

Clevedon. Computer Centre, 

12A Old Street, Clevedon. 

TeL 0272 879514. 

_BEDFORDSHIRE_ 

Bedford. Boots, The Harpur Centre, 
Harpur Street TeL 0234 56231. 
Luton Datasine, Delaport House, 
57 Guildford Street TeL 0582 455860 . 

_ BERKSHIRE _ 

Slough. MV Games, 245 High 
Street TeL 75 21594. _ 

BUCKINGHAMSHIRE 

Bletchlev. RAMS Computer 
Centre, 117 Queensway. 

TeL 0908 647744. 

Chesham. Reed Photo & 
Computers, 113 High Street 
TeL 0494 783373. _ 

CAMBRIDGESHIRE 


ESSEX 


Cambridge. Boots, 65-67 Sidntj 
Street and 28 Petty Curry Street 
TeL 0223 350213 
Cambridge. Cambridge Computer 
Store, 4 Emmanuel Street 
TeL 0223 358264 

Peterborough. Logic Sales, Unit 6, 
Midgate Parade, Peterborough. 

TeL 0733 49696. 

Peterborough. Boots, 

40-42 Bridge Street, Queensgate. 
TeL 0733 65352._ 

CHESHIRE 


Chester. Boots, 47-55 Foregate 
Street TeL 0244 28421 
Chester. Computer Link, 21 St 
Werburgh Street TeL 0244 316516. 
Crewe. Midshires Computer 
Centre, 68-78 Nantwich Road. 

TeL 0270 211086 

Hyde. C Tech Computers, 184 

Market Street TeL 061-366 8223. 

Macclesfield. Camera Computer 

Centre, 118 Mill Street 

TeL 0625 27468 

Macclesfield. Computer Centre, 
68 Chestereate. TeL 0625 618827. 
Marple. Marple Computer Centre, 
106 Church Lane. TeL 061-447 9933 
Wilmslow. Wilmslow Micro 
Centre. 62 Grove Street 
TeL 0625 530890. 


CLEVELAND 


Darlington. Darlington Computer 
Shop, 75Bondgate. TeL 0325 487478. 
Middlesbrough. Boots, 

88-90 Linthorpe Road, 

The Cleveland Centre. 

TeL 0642 249616. 


CUMBria 


Bournemouth. Lansdowne 
Computer Centre, 1 Lansdowne 
Crescent, Lansdowne. 

TeL 0202 290165. 

Dorchester. The Pap 
Kings Road. TeL ( 

Poole. Lansdowne Computer 
Centre, 14 Amdale Centre. 

TeL 0202 670901. 


Basildon. Basildon Software 
Centre, 78-80 Liberty Shopping 
Hall, East Square. TeL 0268 27922. 
Braintree. Mirage Microcomputers 
Ltd, 24 Bank Street TeL 0376 48321. 
Chelmsford. Maxton Hayman, 

5 Bromfield Road. TeL 0245 354595. 
Chelmsford. Way In Computers, 

7 Village Square, TeL 0245 467858. 
Colchester. Boots, 5-6 Lion Walk. 
TeL 0206 577303. 

Colchester. Colchester Computer 
Centre, 3 a Short Wyre Street 
TeL 0206 47242. 

Grays. H. Reynolds, 28a Southend 
Road. TeL 0375 31641. 

Harlow. Harlow Computer Centre, 
17 Staple Tye. TeL 0279 22846. 
Hornchurch. Comptel Computer 
Systems, 112a North Street 
Tel- 0402 446741 

Ilford. Boots, 177-185 High Road. 
TeL 01-553 2116. 

Romford. Software Plus, 

72 North Street TeL 70 65271. 
Southend-on-Sea. Computerama, 
88 London Road TeL 0702 335443. 
Southend-on-Sea. Computer 
Centre, 336 London Road 
TeL 0702 337161. 
Southend-on-Sea. Estuary 
Personal Computers, 318 Chartwell 
North, Victoria Circus Shopping 
Centre. TeL 0702 614131. 

_ GLOUCESTER _ 

Cheltenham. Laskys, 206 High 
Street TeL 0242 570282. 
Cheltenham. Screen Scene, 

144 St Georges Road 
TeL 0242 528979. 

Gloucester. Boots, 38-46 Eastgate 
Street TeL 0452 423501,_ 

_ HAMPSHIRE _ 

Basingstoke. Fishers, 2-3 Market 
Place. TeL 0256 22079. 

Petersfield. Foly Micros, 

45 Chapel Street TeL 0730 66841. 
Portsmouth. Micro Choice, 

159 Havant Road, Drayton. 

TeL 0705 327591. 

Portsmouth. RDS Electrical, 157- 
161 Kingston Road, TeL 0705 812478. 
Southampton. Business 
Electronics, Micromagic At Atkins, 

7 Civic Centre Road TeL 0703 25903. 
Waterlooville. GB Microlanc 
7 Queens Parade, London Roa 
TeL 0705 259911. 


KendaL The Kendal Computer 
Centre, Stramongate. 

TeL 0539 22559. 

Penrith. Penrith Communications, 

14 Castlegate. TeL 0768 67146. 
Whitehaven. P D Hendren, 

15 King Street TeL 0946 2063. 
Workington. Technology Store, 

12 Finkle Street TeL 0900 66972. 

DERBYSHIRE 


Alfreton. Gordon Harwood, 

67-71 High Street TeL 0733 832078. 
Chesterfield. Boot& 35-37 Low 
Pavement, Market Place. 

TeL 0246 203591. 

Chesterfield. Computer Stores, 

14 Stephenson Place. 

TeL 0246 208802. 

Derby. Boots, 1 Devonshire 
Walk. TeL 0332 45886._ 

DEVON 


Exeter. Boots, 251 High Street, 

TeL 0392 32244. 

Exeter. Open Channel, 

Central Station, Queen Street 
TeL 0392 218187. 

Paignton. Computer Systems Ltd, 
35 Hyde Road TeL 0803 524284. 
Plymouth. Syntax, 76 Cornwall 
Street TeL 0752 28705. 

Seaton. Curtis Computer Services, 
Seaton Computer Shop, 

51c Harbour Road Tel 0297 22347. 
Tiverton. Actron Microcomputers, 
37 Bampton Street TeL 0884252854 . 

DORSET 


Preston. 4Mat Computing. 

67 Friargate. teL 0771 561952. 
Preston. Laskys, 1-4 Guildhall 
Arcade. TeL 0772 59264. 

Wigan. Wildings Computer Centre, 
11 Mesnes Street TeL 0942 22382. 

LEICESTERSHIRE 

Leicester. Boots, 30-36 Gallowtree 
Gate. TeL 0533 21641. 

Market Harborough. Harborough 
Home Computers, 7 Church Street 
" ‘ 63056. 


NOTTINGHAMSHIRE 


TeL 0858 6 


LONDON 


omputers ot Wigm< 

Street, 104 Wigmore Street 
TeL 01486 0373. 

Wl. Laskys, 42 Tottenham Court 
Road TeL 01-636 0845. 

Wl. Lion House, 227 Tottenham 
Court Road TeL 01-637 1601. 

Wl. Sonic Foto Micro Center, 

256 Tottenham Court Road 
TeL 01-580 5826. 

Wl. Tomorrows World Today, 

27 Oxford Street TeL 01-439 7799. 
Wl. Walters Computers, DH Evans, 
Oxford Street TeL 01-629 8800. 
WC1. Trans am Micro Systems, 
59-61 Theobalds Road 
TeL 01-405 5240. 


Kensington Hi^h 


Iters Computers, Barkers, 
Str 


HERTFORD 

Potters Bar. the Computer Shop, 
107 High Street TeL 0)07 44417. 
Stevenage. DJ Computers, 

11 Town Square. TeL 0438 65501. 
Watford. SRS Microsystems, 

94 The Parade, High Street 
TeL 0923 26602. 

Welwyn Garden City. DJ 
Computers, 40 Fretheme Road 
TeL 0707 32844. 


>treet 

TeL 01-937 5431 
SE7. Vic Oddens Micros, 

5 London Bridge Walk. 

TeL 01-403 1988. 

SE9. Square Deal, 

373-375 Footscray Road, 

New Eltham. TeL 01-859 1516. 
SE15. Castlehurst Ltd, 152 Rye 
Lane, Peckham. TeL 01-639 2205. 
EC2. Devron Computer Centre, 
155 Moorgate. teL 01-638 3339. 
N14. Logic SaleSj 19 The Bourne, 
The Broadway, Southgate. 

TeL 01-882 4942. 

N22. Boots, 38-40 High Road, 
Wood Green TeL 01-881 0101. 
NW3. Maycraft Micros, 

58 Rosslyn Hill, Hampstead 
TeL 01-431 1300. 

NW4. Davinci Computer Store, 
112 Brent Street, Hendon. 

TeL 01-202 2272. 

NW7. Computers Inc, 86 Golders 
Green. TeL 01-209 0401. 

NW10. Technomatic, 17 Burnley 
Road, Wembley TeL 01-208 1177. 


HUMBERSIDE 


Beverley. Comp 
10 Swabys Yard, 1 
TeL 0482 881831. 


KENT 


Ashford. DGH, 10 North Street 
TeL 0233 32597. 

Ashford. Geerings of Ashford, 

80 High Street TeL 0233 33366. 
Bromley. Boots, 148-154 High 
Street TeL 01-460 6688. 

Bromley. Computers Today. 

31 Market Square. 

Chatham. Boots, 30-34 Wilmott 
Square, Pentagon Centre. 

TeL 0634 405471. 

Gravesend. Gravesend Home 
Computers, 39 The Terrace. 

TeL 0474 23871. 

Gillingham. Regal Software 
Supplies, 49 High Street 
TeL 0634 579634 
Maidstone. Boots, 56-62 King 
Street TeL 0622 53912. 

Maidstone. Kent Micros, 51 Union 
Street TeL 0622 52784. 

Rainham. Microway Computers, 
39 High Street TeL (5634 376702. 
Sevenoaks. Ernest Fielder 
Computers, Dorset Street 
TeL 0732 456800. 

Shortlands. The Village House 
of Computers, 87 Beckenham Lane. 
TeL 01-460 7122. 

Sittingbourne. Computer Plus, 

65 High Street TeL 0795 25677. 
Tunbridge Wells. Modata 
Computer Centre, 28-30 St Johns 
Road TeL 0892 41555. 


_ MANCHESTER _ 

Bolton. Computer World UK Ltd, 
208 Chorley Old Road 
TeL 0204 494304. 

Manchester. Boots, 32 Market 
Street TeL 061-832 6533. 
Manchester. Laskys, 12-14 St 
Marys Gate. TeL 061-833 0268. 
Manchester. Mighty Micro, 
Sherwood Centre, 268 Wilmslow 
Road, Fallowfield TeL 061-224 8117. 
Manchester. NSC Computer 
Shops, 29 Hanging Ditch. 

TeL 061-832 2269. 

Manchester. Walters Computers, 
Kendal Milne, Deansgate. 

TeL 061-832 3414. 

Oldham. Home & Business 
Computers, 54 Yorkshire Street 
TeL 061-633 1608. 

Swinton. Mr Micro, 69 Partington 
Lane. TeL 061-728 2282. 

_MERSEYSIDE_ 

HeswalL Thomguard Computer 
Systems, 46 Pensby Road 
TeL 051-342 7516. 

Liverpool. Hargreaves, 31-37 
Warbreck Moor, Walton 
TeL 051-525 1782. 

St. Helens. Microman Computers, 
Rainford Industrial Estate, Mill 
Lane Rainford TeL 0744 885242. 
Southport Central Studios, 

38 Eastbank Street TeL 0704 31881 . 

MIDDLESEX 


LANCASHIRE 


Blackpool Blackpool Computers 
Store. 179 Church Street 
TeL 0253 20239. 

Burnley. IMO Business Systems, 
39-43 Standish Street 
TeL 0942 44382. 


Enfield. Laskys, 44-48 Palace 
Garden Shoppmg Centre. 

TeL 01-363 6627. 

Harrow. Harrow Micro, 24 
Springfield Road TeL 01-427 0098. 
Hounslow. Boots, 193-199 High 
Street TeL 01-5700156. 

Southall Twillstar Computers Ltd, 
7 Regina Road TeL 01-574 5271. 
Teddington. Andrews, Broad 
Street TeL 01-997 4716. 
Twickenham. Twickenham 
Computer Centre, 72 Heath Road 
TeL 01-892 7896. 

abridge. JKL Computers, 

7 Windsor Street TeL 0895 51815. 


NORFOLK 


Newark. Jacobs Computers, 

13 Middle Gate. TeL 0636 72594. 

HunGngdon 

Sutton in Ashfield HN & L Fisher, 
87 Outram Street TeL 0623 54734. 
Worksop. Computer Grafix, 

32 Bridge Street TeL 0909 472248. 

OXFORDSHIRE 

Abingdon. Ivor Fields Computers, 
21 Stem Street teL 0235 21207. 
Banbury. Computer Plus, 

2 Church lane. Tel; 0295 55890. 
Oxford. Absolute Sound & Video, 

19 Old High Street, Headington. 

TeL 0865 65661. 

Oxford. Science Studio, 7 Little 
Clarendon Street TeL 0865 54022. 

SCOTLAND 

Aberdeen. Boots, 133-141 Union 
Street TeL 0224 585349. 
Edinburgh. Boots, 101-103 Princes 
Street TeL 031-225 8331. 

Glasgow. Boots, 200 Sauchiehall 
Street Tel; 041-332 1925. 

Glasgow. Boots, Union Street 
and Argyle Street Tel; 041-248 7387. 
Glasgow. Tom Dixon Cameras, 
15-1/ Queen Street 

TeL 041-204 0826. 

SHROPSHIRE 

Shrewsbury. Clairmont 
Enterprises, Hills Lane. 

TeL 3647 52949. 

Shrewsbury. Computerama, 13 
Castlegate. TeL 0743 60528. 

Telford. Computer Village Ltd, 

2/3 Hazeldine House, Central 
Square. TeL 0952 506771. 

Telford. Telford Electronics, 

38 Mall 4. TeL 0952 504911. 

STAFFORDSHIRE 

Newcastle- undei^Lyme. 

Computer Cabin, 24 The Parade, 
Silverdale. TeL 0782 636911. 
Stafford. Computerama, 59 
Foregate Street TeL 0785 41899. 
Stoke-on-Trent. Computerama, 

11 Market Square Arcade, Hanley. 
TeL 0782 268524. 

SUFFOLK 

Bury St Edmunds. Boots, 

11-13 ComhilL TeL 0284 701516. 
Bury St Edmunds. Suffolk 
Computer Centre, 1-3 Garland 
Street TeL 0284 705503. 

SURREY 

Bagshot P & H Electronics, 22-24 
Guildford Road TeL 0276 73078. 
Croydon. Laskys, 77-81 North End 
TeL 01-681 8443. 

Croydon. The Vision Store, 

53-59 High Street TeL 01-686 6362. 
Croydon. The Vision Store, 

96-98 North End TeL 01-681 7539. 
South Croydon. Concise 

Computer Consultants, 1 Carlton 
Road TeL 01-681 6842. 

Epsom. The Micro Workshop, 

12 Station Approach. 

TeL 0372 721533. 

Guildford. Walters Computers, 
Army & Navy, 105-111 High Street 
TeL 0483 68171. 

Wallington. Surrey Micro Systems, 
53 Wooacote Road TeL 01-64/ 5636. 
Woking. Harpers, 71-73 

Commercial Way. TeL 0486 225657. 

SUSSEX 

Bexhill-on-Sea. Computerware, 
22*St Leonards Road 

TeL 0424 223340. 

Brighton. Boots, 129 North Street 
TeL 0273 27088. 

Brighton. Gamer, 71 East Street 
TeL 0273 728681. 

Brighton. Laskys, 151-152 Western 
Road. TeL 0273 725625. 

Crawley. Gatwick Computers, 

62 The Boulevard TeL 0/93 37842. 
Crawley. Laskys, 6-8 Queensway. 
TeL 0293 544622. 

Eastbourne. Boots, 15 Eastbourne 
Amdale Centre. TeL 03232 7742. 

TYNE & WEAR 

Newcastle-upon-Tyne. Boots, 
Eldon Square. TeL 0632 329844. 
Newcastle-upon-Tyne. Laskys, 

6 Northumberland Street 

TeL 0632 617224. 
Newcastle-upon-Tyne. 

RE Computing, 12 Jesmond Road. 
TeL 0632815580. 

WALES 


Norwich. Adams, 125-129 King 
Street TeL 0603 22129. 

Thetford. Thetford CB & Micros, 
21 Guildhall Street TeL 0842 61645. 


Aberdare. Inkey Computer 
Services, 70 Mill Street, The Square, 
Trecynon TeL 0685 881828. 
Aberystwyth. Aberdata at 
Galloways. 23 Pier Street 
TeL 0970 615522. 

Cardiff Boots. 26 Queens Street 
& 105 Fredericlc Street 
TeL 0222 31291. 


Cardiff Randall Cox. 18/22 High 
Street Arcade. TeL 0222 397162. 
Mold. Clwyd Personal Computers, 
Unit 19, Daniel Owen Precinct 
TeL 0352 56842. 

Newport Gwent Computers, 

92 Chepstow Road TeL 0633 841760. 
Swansea. Boots, 17 St Marys 
Arcade, The Quadrant Shopping 
Centre. TeL 0/92 43461. 

Swansea. The Microstore, 35-36 
Singleton Street TeL 0792 467980. 


WARWICKSHIRE 


Coventry. Coventry Micro Centre, 
33 Far Gosford Street 
TeL 0203 58942. 

Coventry. Impulse Coi . 

World, 60 Hertford Street Precinct 
TeL 0203 553701. 

Coventry. JBC Micro Services, 20 
Earlsdon Avenue, North Earlsdon. 
TeL 0203 73813. 

Coventry. Laskys, Lower Precinct I 
TeL 0203 27712. 

Leamington Spa. IC Computers, 
43 RusselTStreet TeL 0926 36244. 1 
Leamington Spa. Leamington 
Hobby Centre, 121 Regent Street 
TeL 0926 29211. 

Nuneaton. Micro City, la Queens I 
Road TeL 0203 382049. 

Rugby. O.E.M, 9-11 Regent Street 
TeL 0788 70522. 


WEST MIDLANDS 


Birmingham. Boots, City Centre 
House, 16-17 New Street 
TeL 021-643 7582. 

Birmingham. Laskys, 19-21 
Corporation Street 
TeL 021-632 6303. 

Dudley. Central Computers, 

35 Churchill Precinct 
TeL 0384 238169. 

Stourbridge. Walters Computer 
Systems. 12 Hagley Road 
TeL 0384 37081L 

Walsall New Horizon, 1 Goodall 
Street TeL 0922 24821. 

West Bromwich. DS Peakman, 

7 Queens Square. TeL 021-525 7910 . 

YORKSHIRE 


Bradford. Boots, 11 Darley Street 
TeL 0274 390891. 

Leeds. Boots, 19 Albion Arcade, 
Bond Street Centre. 

TeL 0532 33551. 

Sheffield. Laskys, 58 Leopold 
Street TeL 0742 750971. 

York. York Computer Centre, 

7 Stonegate Arcade. 

TeL 0904 641862. 


micronet. 

! t 


Phone 01-278 3143 for your free information pack now! 


Micronet 800, 8 Herbal Hill, London EC1 
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Star SG-10C Commodore printer reviewed 


The SG-10 series used to be called 
‘Gemini’: Star changed the name because 
they thought it confusing. Geminis have 
been around for a long time and have prov¬ 
ed themselves as top-quality machines 
along with the likes of Epson. The 
SG-10C is a ‘Gemini’ at heart but with a 
built-in Commodore interface and serial 
socket — there’s no Centronics or RS232 
interface. 


The hardware 

The SG-10C looks like most of the other 
80-column dot matrix printers around. It’s 
grey in colour and has a tinted perspex 
hood that helps to dampen the spine-chil¬ 
ling screech it makes when printing. It has 
both friction and tractor feed, with the 
easy-to-fit tractor unit supplied as stan¬ 
dard. 

Round the back there’s two serial ports, 
so two Commodore machines (Vic, 64, 16 
or Plus/4) could share the device. The DIP 
switches are located on the side; a marvel¬ 
lous idea because you don’t have to take 
the top off (a tiresome job with Epsons) to 
alter their settings. 

Again unlike Epsons, there’s no ribbon 
cartridge, just two typewriter spools. That 
makes fitting the ribbon a little more com¬ 
plicated (you get more ink on your fingers) 
but the ribbons themselves should work 
out cheaper. 

The front panel displays the usual indi¬ 
cators and switches, which are touch-sensi- 



Buying a top-quality printer 
for your Commodore com¬ 
puter usually involves the 
nightmare of finding an in¬ 
terface adaptor that will let 
you use all the facilities of¬ 
fered. Star has solved the 
problem with the new and 
speedy SG-10C, a plug-in- 
and-go version of its popular 
SG-10. But, at £259, will it 
attract only up-market 
Commodore users? 



tive. There’s a paper-feed and on-line 
switch together with indicators for on-line, 
paper out (you also get a peeping sound) 
and NLQ. That stands for Near Letter 
Quality (more about that later), which is 


switchable from the front panel — a very 
nice feature. Setting a DIP switch makes 
the printer default to NLQ on power-up. 

_The specifications_ 

The Star is a pretty sophisticated and fast 
printer that features a range of print speci¬ 
fications, fonts, and other facilities. Pri¬ 
marily it offers a very fast 110 character 
per second print speed with-bi-directional 
print, in normal mode. The characters are 
printed on an 8 by 11 dot matrix. There’s 
also logic-seeking: the print-head detects 
blank spaces at the end of lines and jumps 
over them to the next. Needless to say, you 
get true descenders. 

In NLQ, or correspondence-quality 
mode, print is unidirectional and the speed 
halved. That’s because the print head 
prints the line twice, shifting the dots that 
form the characters a little on the second 
pass, to fill the spaces in between. So you 
effectively get a 17 by 11 matrix which 
gives more solid and formed text — it com¬ 
pares favourably with a good typewriter. 

The SG-10C prints across 80 columns in 
normal mode, but setting one of the DIP 


NORMAL PRINT 
ITALIC PRINT 
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switches gives condensed print across 136 
columns. Setting another DIP switch gives 
italic print. By the way, these must be set 
before power-up. 

Being totally Commodore compatible, 
the Star prints the complete Commodore 
graphics set, just like a real Commodore 
printer and will print dot-graphic screen 
dumps — useful for designing and printing 
your own letter-heads. There’s facility for 
printing expanded and reverse characters, 
and an option for designing and down-loa¬ 
ding your own character designs. 

The Star in use 

So let’s plug the machine in. Connecting 
the Star to your computer is no problem: 
just plug in the serial cable that’s provided 
into one of the two slots at the back of the 
printer. When you switch on, you don’t get 
the irritating READY message printed as 
with Commodore printers. Paper is inser¬ 
ted either as single sheets, using the rubber 
roller, or as continuous stationary, using 
the tractor feed. Either way, the operation 
is very simple. 

To print a program listing, for example, 
you would use the standard Commodore 
OPEN, PRINT and CLOSE commands. 
The printer responds to the usual device 
number 4. But you can default to device 5 
by setting one of the DIP switches. In use, 
therefore, there’s really no difference bet¬ 
ween this and a real Commodore printer. 

Of course, you have a choice of two print 
modes: normal and NLQ. You would use 
normal mode for jobs that don’t require 


This is a test -for the Star SG 
10C Commodore-compatible printer 
running in normal mode. 

This is a test For the Star SG 
10C Commodore-compatible printer 
running in Near Letter Quality 
(NLQ) mode. 

good quality text. The extra speed you get 
means that printing out program listings, 
spreadsheets or the results of searches on a 
database are quick and painless. 

Pretty obviously, the NLQ option would 
be used primarily for word-processed 
documents or any printing job that re¬ 
quires a higher standard of presentation. 
Print quality doesn’t match up to ‘daisy- 
wheel’ standards but, for the price, it’s 
probably the best you’ll get. The SG-10C 
worked without problems on all the 64 
wordprocessing packages we could throw 
at it, including Easyscript and FirstWord. 

One comment though: most w/p 
packages ask you to select the type of 
printer used. You’ll have to choose ‘Com¬ 
modore’ which means some of the 
package’s facilities (like embedded text 
enhancement commands) may be lost. 


The Manual 

Star seems to have gone out of its way to 
produce a manual that’s simple to under¬ 
stand for first-time printer uses. It devotes 
sufficient space to setting up and using the 
printer and then delves into ways of con¬ 
trolling the device using Commodore’s 
Basic commands. The various CHR$ 


functions are also explained and illustrated 
with numerous little Basic programs. 

Finally, there’s two chapters on creating 
your own characters and printing with dot 
graphics. 

Your own characters can be used in con¬ 
junction with the standard set but you’re 
not told how many you can define and 
whether or not the ASCII code you’ve 
used overwrites an existing character. 

For printing with dot graphics, a much 
larger Basic program is given that prints a 
company logo. 

Star printers have the reputation of 
being amongst the best ‘budget 5 prin¬ 
ters you can buy. And the SG-10C de¬ 
livers the goods with the bonus of true 
Commodore compatibility. £259 is a 
very reasonable price for this 
machine, but it’s expensive enough to 
take it out of the ‘home 5 league. 

However, it should definitely in¬ 
terest that breed of small-business 
users who’ve successfully adopted the 
64 and want to get on with their busi¬ 
ness freed from the nightmare of 
choosing and using interface adap¬ 
tor^_ Bohdan Buciak 

• Star SG-10C printer 

• Star Micronics UK Ltd 
Manhattan House, High 
Street, Crowthorne, Berks 
RG117AT 

Tel: 0344 778585 

• Price: £259 

• great quality — at a price 


Nothing wiH affect you 

(andyour school or college) 

__more than... 



EDUCATIONAL COMPUTING 


for just £1.00 - write to: 
Valerie Day 

EDUCATIONAL COMPUTING 
Durrant House 
8 Herbal Hill 
London EC1 5E] 



Ch» • lu. s made payable to LDUCATIONAL COMPUTING) 
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For sale, Commodore 64 + 

Commodore 1541 disk drive + 
Commodore MPS 801 dot matrix 
printer + Zenith data system IV. 
monitor. Brand new the lot. 
£750.00. Phone Clive 0249 
816230. 


Commodore 3032 computer 
3040 disc drive, 3022 printer with 
IEEE cables and manuals. £300 
o.n.o. Contact Sue Kenward 0372 
376221 daytime. 


1541 disk drive tor sale plus 
CBM64 software worth over £300 in 
total offers in the region of £200 
ono. Will post. Tel. Durham 711807. 


Vic<20 4- C2N + 16K rampack + 
Quickshot II joystick 2 victapes 
several gomes (Jetpack Arcadia & 
others). Several magazines. £85 
(p&p inc.) Phone 0553 764511 or 
0485 600530, 


Future finance and Eosyscript both 
original for £35 + p&p. Write to Z. 
Adas, 54 Marlborough Rood, 
Beeston, Nottingham or ring 
255280 after 5.30 any day. 


Personalise your CBM64. Change 
initial colours. Choose your own 
initialisation message. £14.95. SAE 
for details, R. Harvey, 30 Wimborne 
Close, Coombe Glen, Cheltenham, 
Glos. (0242) 527588. 


061-445 4375 061-445 4375 

Commodore Cl6 
Cassette Hire 

AT LAST! All tne ton gomes available 

f' * The C •/. c ( y, - , 0w Ue r, ;rec j f r 0 rv, 


DABSOFT 


Library constantly updated as 
new games become available 
Membership fee of £6.50 
includes 12 FREE rentals? One 
price for any gome. Charge of 
£1.25 no p&p BOTH WAYS For 
complete membership kit, post 
cheque or postal order to; 


DABSOFT 


39 Guildford Road 
Levenshulme M19 3FG. 


Commodore 64 £120.00. 1701 
monitor £150.00. 1541 disk drive 
£150.000. Easy Script £35.00, 
Diary 64 £20.00, joystick, poddies, 
manuals etc. phone Weybridge 
48302 after 8p.m. also 1511 printer, 
offers. 


Fed up with your 1520 printing only 
listings! Use my program to produce 
inlay cords, adding the final touch 
to your own programs. Tape based, 
soe 8c £2,50 to T. New, 6, Bedford 
Road, Shefford, Beds. SG17 5DJ for, 
your copy 


Electricians! My cable selector 
program for CBM64 enables most 
economic compliance with the 
15th edition. Calculates minimum 
phase conductor capacity, 
voltdrop, shock protection, CPC 
size. £4.99 CWO. Tony Spry, 13 Tudor 
Drive, Barnstaple, Devon EX31 2DR. 


WARNING 

It is illegal to sell pirated copies of computer games. 
The only sottware that can be sold legitimately through 
our classified section are genuine tapes, disks, or 
cartridges bought from shops or by mail order from 
software houses. Commodore User will press for the 
maximum penalties to be brought against anyone 
breaking these rules. We regret that due to large-scale 
swapping of pirated software we can no longer allow 
swaps of tapes, disks, or cartridges in our classified 
section. 


Attention! The most useful add-on 
for years, o Commodore ond Vic 
reset-switch. Avoid program crashes 
and recover lost software. If 
interested, send £-4stg to; Colin 
McCormack, 43 Westgote Road, 
Bishopstown, Cork, Eire, (program 
recovery software included). 


8050 and interpod in first class 
condition offered with limited 
software ot o bargain price of 
£350 No offers. Tel. 0783 374470 
or PDPI Compunet. 


SALE - EDUCATIONAL 
SOFTWARE for VIC-20 MICRO 

Up to 50% reductions on current stocks 
of quality educational cassettes - sae 
for details to: INFO-STREAM, 36A Chase 
Green Avenue, Enfield, Middx, EN2 8EB. 


Commodore 64 software easy 
stock ond future finance; brand 
new ond boxed: each consisting of 
two diskettes plus manual; shop 
price is £75 each, I self for £50 ono 
each of £90 ono for both. Contact 
CAGouci on OT-856 3216. • 


Business boxed and sealed £75 
new stock control or future finance, 
£50 each or near offer. Contact 
04446 3516 Stephen Hunt 
(evenings). 


CBM 64 stock lightpen plus lO 
omozing gomes. In it's own box, 
brand new. Unwonted present'£20 
ono. Contact Nodeem on'578-7572 
between 6-9pm. 


Will sell 50 Gome cassette and 
Motor Monio, for Summer Gomes 
or Pole Position or impossible 
Mission or Suicide Express or will 
accept £6. Tel. David on (0977) 
700400 after 4.30pm ond before 
9.00pm. 


Vic 20 games for sale, oil 
originals: Skyhawk (3,9,16K), Star 
Defence (16K), Arcadia (unex), 
Creepers, (3,8,16K), Abductor (unex); 
Golf (16K), Charriot Race (unex), 
Country Garden (16K), Krazy Kong 
(unex), Metogolatic Lama's Bottle 
(unex) £3.00 each. Tel.. (0324) 
29648. 


Easy Spell, Easy File, Easy Cole 
Brand hew in original packaging: 
£30 each. All three £75..R. Harvey, 
30 Wimborne Close, Coombe 
Glen, Cheltenham, Glos. Tel. (0242) 
527588. 


CBM 8032. Excellent condition, full 
working order complete with 
Strathclyde Basic teaching course 
and operation manuals. £275 ono. 
Phone: (09663) 2873, ask for 
Andrew. 


8050 with interpod version 1.7 latest 
£375 ono. Limites software Basic 4 
manual and 8050 book. Micro 
simplex to run on 64. Latest version 
complete with instructions. £100 
ono. Tel. 0783 374470. 


Citizen IDP-560 printer. 40 column 
with Centronics interface and seven 
rolls of paper (7cms wide paper). 

All ready to run. £100. Ring Neil on 
Donhead 201 after 18.00 hrs. 


Easyscript £50 Eosyspell £40 
Easyfile £40: All brand new, 
unopened sealed boxed disks — 
unwanted gifts. Plus free games 
with Easyscript, Punch, Icarus, 
Mayhem, Humphrey, Pandora's 
Box. Will sell together for £110. 
Phone York (0904) 799124. 


CBM 64 1525 disk 1541 printer plus 
cassette recorder, 1500 sheets 
paper, reference guide, user guide, 
pock diskettes, Extramon machine 
language monitor. Bargain £500. 
Contact Vernon Woles, 16 Cloneen 
Drive, Ballymoney County, Antrim, 
Norther Ireland. 


Plus Four business software 
bargain! Impex company Poc 1.2.3 
includes soles ledger, purchase 
ledger, invoicing, stock control, 
nominal ledger. Up to lOOO 
transactions per disk. Cost new £115 
■ used once. £75 only! Needs disc 
drive and printer, Tel. 0373 61360. 


CBM 64 software to swop titles 
include Summer Games, R.O. 
Moscow, Topper, Bruce Lee, 
Hunchback II, Wont Lozy Jones. Not 
oil originals. For list write to P. Baker, 
27 Burnham Road, Hullbridge, Essex. 


Wanted, good home accounts 
program with multi account facility 

— budgeting ond full listing options 

— for CBM 64 disk preferred — 
phone (0302) 744727 weekends 
only (Mackenzie). 


Back-up copies produced (for 
personal use only) of ony Vic-20 + 
C64 software. Send blank tope ond 
software + £1.50 to user costs to:-' 
Richard Weston, 93 Moorland Rd.„ 
Maghuil, Merseyside L37 5JQ 


Vic 20, C2N, intro to basic, 13 
topes, 9 cartridges including: The 
Count, Chess, Omega Race, 

Mutant Herd, etc. Programmers, 
reference guide, gomes, book less 
than o year old. Genuine reason for 
sole, only £1QQ, Ring 01-679 7313. 


CBM 64 for sale, reference guide, 
C2N tope deck, Costle of T error, 
Arabian Knights, Snowball, Return to 
Eden, Jet Set Willy, excellent 
condition, unwonted gift, whot o 
bargain! £150. Banbury (0295) 
811844 David 


Commodore 64 for sale Excellent 
condition + books, magazines, 
datasette software included £175 
Mike Owen (0743).822164 home, 
D793 26252 ext 4056 office. 


Commodore 64 software for sole: 
Snowball Adventure gome £6, 
Momc Miner £5 or swop for ony 
suitable game(s) s.c.e. Upton, 266 
Church Rood. Sheldon, Birmingham 
B26 3YH. 


Easy Script on disk for CBM 64. 
Boxed os new with six gomes Also 
on disk £25, also for CBM 64 on 
tape Maths 2 O' level revision £5, 
Football Manager £3, Hunchback 
£3. All originals. Tel. Nottingham 
(0602) 224126 after 6.00 p m 


Computerpal wanted! Wife to me 
using o tope (64 only) ond i'll 
promise a reply! I'm a beginner in 
computing! No-one to share interest 
with. K. Svendsen, Nyrigen 79 St. Th. 
8240 Riisskov, Denmark. 


Don't buy another 
C16 game until 
you see TIME5LIPM 

cilRncDaogrK; 

SWOlOStm SCSXFTTWi^ViMl. 


sweat®: §®Firm r E2., 


Easyfile database for sole £30 
ono (unwonted gift os new). 
Contact Terry Hort, 17 Burns 
Gardens, Lincoln. Tel. 29643 home, 
or 29931 ext. 369 work 


Commodore 64 user wonts 
female CBM 64 penpol oged 
21-25. W'ite or send program on 
disk to Patrick Vandervorst, 
Woncourstraat 16, B-8410 
Wenduine, Belgium. (Disk will be 
returned). 


Vic 20 Game for sale. "Jerry 
Zappers"' 3K unexpanded gome for 
£2.50, W'ite to: The Forge House, 
Alderton, Chippenham, Wilts SN14 
6NL. Phone Malmsbury 840304. 
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UnitSoft ■- 


AFFORDABLE PRODUCTS (USR) 
UNIT 6 

136 INGRAM STREET 
GLASGOW G1 


tel 


HARDWARE 

Graphics Tablet (Koala).69.95 CBM/ZX 

Music Keyboard.24.95 CBM 

Kempston Interface.7.95 ZX 

Pixstix (light pen).24.95 CBM/ZX 

Quickshot II.8.50 

Memorex SSSD (2 pk).3.95 

(10 pk). 18.95 


COMMODORE 64 


Shadow Fire.£6.75 

Romper Room 1.£6.75 

Lords of Midnight.£7.00 

Everyone’s A Wally.£7.00 

Herbert’s Dummy Run...£7.00 
A Day in the Life 

of a Wally.£7.00 

Blagger Goes to 

Hollywood.£7.25 

Knockout.£5.00 

Graham Gooch’s Test 

Cricket.£7.00 

Art Master.£7.25 

A View to A Kill.£7.50 

Psychedelia.£6.25 

Ancipital.£6.25 

Strike Force.£5.25 

Tazz.£5.25 

Spitfire 40.£7.75 

Way of the 

Exploding Fist.£6.75 

Confusion.£5.00 

Moon Cresta.£5.00 

Cauldron.£6.25 

Elite (cassette).£10.50 

(disk).£13.00 

Jonah Barrington 

Squash.£6.25 

Jet Set Willy 2.£6.75 

Entombed.£7.00 


Soft Aid.£4.75 

Dam Busters.£9.75 

Castle of Terror.£7.25 

Music Studio.£11.25 

Past Finder.£7.75 

Rock & Bolt..£7.75 

Master of the Lamps.£7.75 

Web Dimension.£7.75 

On Court Tennis.£8.25 

Gt. American County 

Race.£8.25 

Gt. American Land 

Race.£8.25 

Jump Jet.£7.00 

Realm of 

Impossibility.£7.50 

Raid on Bungeling 

Bay.£7.50 

M.U.L.E.£9.50 

Murder on the 

Zinderneuf.£9.50 

International 

Basketball.£4.75 

Grand Larcency.£6.00 

Witches Cauldron.£5.75 

Super Pipeline II.£6.75 

Dropzone.£7.50 

Star League Baseball ....£8.25 

On Field Football.£8.25 

Quickshot II.£8.10 


Postage included UK. Please state which micro. Overseas 
orders add £1.00 per game. All cheques payable to: 
Affordable Products. 


MIKE ROCHIP PROUDLY PRESENTS: 


Software 

Extravaganza 

☆☆☆☆☆☆☆☆☆☆☆☆☆☆☆ 


☆ 

☆ 

☆ 

☆ 

☆ 

☆ 

☆ 

☆ 

☆ 

☆ 

☆ 

☆ ☆ ☆ ☆ FIR 


COMMODORE 64 

Pitstop II 
Impossible Mission 
Break Dance 
Dambusters 
Spy Hunter 
Grogs Revenge 
Super Huey 
Broad Street 
Rocky Horror Show 
On Court Tennis 
League Baseball 
Mutant Monty 
Fire Quest 
Handicap Golf 
Cricket 64 
Shadow Fire 
The Bulge 
Everyone's a Wally 
Herberts Dummy Run 
Tir Na Nog 
Valhalla 
Daley Thompson 
Raid Over Moscow 
Colossus Chess 
Boulder Dash 
On Field Football 
Tapper 


OUR 

PRICE 00 MM3 PORE 64 


10.95 8.95 
8.95 7.25 


8.95 

9.95 
9.95 
9.95 
9.95 
7.99 


7.25 

7.95 

7.95 

7.95 

7.95 

6.49 


8.95 6.95 
10.99 9.99 
10.99 9-99 

7.95 2.95 

9.95 5.25 

7.95 6.45 


☆ 
☆ 
☆ 
☆ 
☆ 
☆ 
☆ 
☆ 
☆ 
☆ 
☆ 

☆ ☆ ☆ ☆ 

ALL PRICES INCLUDE VAT AND ARE OFFERED 
SUBJECT TO AVAILABILITY. lOOO’s MORE TITLES 
AVAILABLE - LARGE S.A.E. FOR LISTS 


7.9/ 

9.95 

9.99 

9.95 


6.45 
7.25 
7.99 

7.45 


9.95 7.45 
9.95 7.45 


Shades 
Combat Lynx 
Ghost busters 
Cauldron 

World Series Baseball 

Hampstead 

Kong Strikes Back 

Pastfinder 

Pyjamarama 

Summer Games 

Beach Head 

Zaxxon 

Jet Set Willy II 
Flip & Flop 
Gumshoe 
Up n Down 
Poster Paster 
Software Star 


RRP 

9.95 

8.95 
10.99 

7.99 

6.95 

9.95 
7.90 

9.99 

7.95 
14.95 

9.95 

9.95 

8.95 
8.95 

8.95 

9.95 

7.95 
7.95 


OUR 

PRICE 

7.95 

6.25 
8.99 
6.49 
5.75 

6.95 
5.90 
8.15 

5.95 
10.95 

7.95 

7.95 

7.25 

4.25 

3.95 

7.95 

3.95 
6.45 


14.95 

7.90 

9.95 

9.95 

8.95 


6.95 
5.90 

7.95 
5.25 
5.25 


**********SPECIAL offers********* 1 

Quickshot II Joysticks £8.99 
SS/DD Disks per 10 £17*50 

DS/DD Disks per 10 £19-50 


10.99 9.99 
9.95 7.95 


Cheques & P.O.'s to: 

MOVEMEAD (MARKETING) LIMITED 
55 AYLESBURY STREET 
BLETCHLEY 

■HM BUCKINGHAMSHIRE 
VTSA ENGLAND MK2 2BH 
■ TEL: (0908) 79166 

Quoting Reference: 


ike 



?^ocklp 


0 0 0 


Computer and Video Games is back 

with a Licence to Thrill! 

Don't miss our FREE James Bond poster and 
exclusive View to a Kill competition and a 
FREE 32 page Book of Games. 


PLUS 



a FREE Shadowfire 
E-Team poster and 
competition. Win an 
Omnibot and a trip 
to the London 
Planetarium. 

PLUS Supergran, Airwolf, 
Elidon and Rocky Horror 
Show prizes to be won. 
PLUS news, views, reviews, 
software chart. Arcade 
Action and lots more. 


COMPUTER AND VIDEO GAMES 
is on sale at your newsagent on the 
16 th of every month. 





































































CMB 64 software for sale 

Originals BC Basic £8, Daley's 
Decathalon £4, Manic Miner, 
Booga-Boo, Hover B, Revenge of 

MC, Project Gibraltar, Wheeiin 

Wallis all £3. Horse Race Forecast 

C64 Software for sale, Hunchback, 
Jet Set Willy, Strip Poker, Raid over 
Moscow, Mr Wimpy, Squirm, 
Fastback, International Soccer, 
Ghostbusters, Decathlon, Hobbit, 

The Pen and the Dark, Busicalc 7, 

Easyscript unopened word 
processor for 64. Shop price £75. 
Giveaway at £35. O.N.O. Phone 

051 355 2573 or write 16 Rivacre 
Road, Ellesmere Port, Merseyside 

L66 ILL. 

£10. Phone 0429 870140 after 

the lot £60 or swap for modem. 


4pm and ask for Steven. 

Lawrence Hoyles, 272 MorleyRd., 
Maghull. Merseyside L31 5LP. 

Vic 20 16K Switchabie expansion, 
C2N, Quickshot II, Joystick, originals 
include Perils of Willy, Bongo, 
Skramble, Arcadia, Fatty Henry and 
lots more. 5 cartridges cost £220 
will sell £60. Consider splitting. 
Phone or write Gordon Hulton, 58 
Emily Drive, Motherwell 61775 after 
5pm. 

Paperclip word processor for 

Commodore 64 80 column video 
output cost £70. No longer 
required, accept £35. O' level 

Maths 1/2, Geography, Chemistry, 
Biology cost £50 accept £25. Twin 
Kingdom Valley, Hunchback, Hover 


CBM 64 original software. All less 
than 2 months old. Disks: Easyscript 
£40, Future Finance £30, 
Micromagpie £25, Hobbit £10, 
Dragonworld £12, High Flyer £6, 
Cassette: Busicalc £5, boxed, 

Bovver, Forbidden Forest £15. All 

manuals, backup copies if 


plus postage at cost. Tel. 0942 
873881. 

supplied with original, etc. Contact: 
Tan 17a Moorland Avenue, Leeds, 

CBM64 1520 printer plotter. As new, 
hardly used. Bargain £50. St. 


LS6 1AP. 

Albans 84339. 3 Hunt Close, St. 

C16 for sale. Includes data 


Albans, Herts AL4 9JH. 

cassette unit, + £60 worth of 

Commodore 64 software for sale: 


software including Air Combat 
Emulator, Decathlon, Hunchback II 
and many more. + 016 games 
book and magazines and user 
manual. £109 ono. Please phone: 

Hunchback II, Give my regards to 
Broadstreet, Flak, Raid over 

Moscow, Commodore Music 

Maker, Potty Pigeon, Raid over 
Bungeling Bay, Suicide Express and 

CBM 16 starter pack + £100 
games. Joystick, Mags 8 l Books. 
Quick sale at £150 ono. 07031 
731472. After 3.30. Ask for Jason. 

Tunbridge Wells 44773. 

seven more: Costs new over £140. 
Sell £85. Tel. (0382) 78556 

Vic 20 Starter pack with £50 
worth of original software plus other 
tapes. Very good condition. Fully 
boxed. Quick sale £70. Phone 

0702 555140 (evenings). 

Commodore 64 plus CN2. 9 month 


guarantee, reference guide, 
programming technics book, 
joystick and 9 original games. Lots 

Give Bruce Lee, Blue Max, Beach 
Head, Wing Commander, Daley's 
Decathlon, NATO. Commander, F-15 

of utilities ect. also included. 

Excellent condition, must be a 
bargain, offers around £190 ono: 

Tel. (0742) 31116 Sheffield. Also two 
dust covers for tape and computer. 

Strike Eagle, Loco, Black Hawk, Raid 
over Moscow, Eureka, Terrorist, and 
Archon for 64 modem or 64 
printer/plotter. Call Bob, 15 Waterloo 
Close, Newmarket 661447. 

VIC 20 + cassette recorder H6K 

switchabie ram + Quickshot II — all 
. boxed -P over 30 games and 
cassettes -f literature — £125 ono. 
Phone 061 748 3632. 


CBM 64 computer £120, 1701 
colour monitor £150, Seikosho 
GPIOOVC printer £110, books, 
tapes, joystick, all half price, phone 
Eastbourne (0323) 33310 eve! 


Vic-20 + C2N cassette deck + 16K 
rampack + Starbattle cartridge + 
several tapes + joystick. Excellent 
condition, recently serviced (which 
cost £35). Genuine bargain at only 
£60. Also some original 64 games 
for sale e g. Ghostbusters, 
Hunchback II, Bruce Lee, Hobbit. 

Tel: Walsall (0922) 611256. 


CBM 64. I want to exchange ideas 
and programs. If you have got a 
disk and no contacts, write to: 

Frank Drexler, 46 The Warings, 
Heskin, Chorley Lancs PR7 5NZ. 


CBM 64 C2N recorder, MPS 801 
printer. £100 of software. Mags 
and books worth £700, going for 
£350 ono. Try me, Ask for Tony 902 
6392. 


CBM64 user wants to correspond 
with similar to exchange ideas and 
programs. I also have lots of 
popular programs for sale. 


Wanted for Vic 20 8k and 16k 

ram packs. Tel: Hull 0482 650674 
or write Carlile, 13 Westland Road, 
Kirkella, Hull. 


HCLASSIFIEDORDERFORM 

Lineage — 

15p per word to 
private individuals — 

20 words min — 40 words 
maximum. 

30p per word to Trade, 
j 20 words min — 40 words 

{ maximum. 

Semi-display — £7.50 for S.C.C. 

| Ring 01-251 6222. 
j All classified and semi-display 
| advertising is pre-payable. 


When paying for 
advertisements please add 
on 15% for VAT. 


Warning 

It is illegal to sell pirated copies 
of computer games. The only 
software that can be sold 
legitimately through our 
classified section are genuine 
tapes, disks, or cartridges 
bought from shops or by mail 
order from software houses. 
Commodore user will press for 
the maximum penalties to be 
brought against anyone 
breaking these rules. We regret 
that due to large-scale 
swapping of pirated software 
we can no longer allow swaps 
of tapes, disks, or cartridges in 
our classified section. 
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All classified ads are subject to space availability 


PLEASE PRINT IN BLOCK CAPITALS 

I enclose cheque/P.O. for £.made payable to Commodore User. 

Name. 

Address. 

Total number of words. 

Post to AD. DEPT. COMMODORE USER, 30-32 FARRINGDON LANE. EC1R 
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FREE COLOUR 
POSTER AVAILABLE 
WITH DISK VERSION 


ADAPTED BY DARRELL D 


A SPECTACULAR FLIGHT 
SIMULATION OF THE 
WORLDS MOST EXCITING 
JET FIGHTER WITH 
STUNNING 3D COCKPIT VIEW 
AND DEADLY 3D AIR TO AIR 
COMBAT. 


COMMODORE 64. 

Fighter Pilot Disk □ £14.95 

Figher Pilot Cassette □ £9.95 

LOADING TIMES 

DISK-147 SECS 
CASSETTE-300 SECS 

SPECTRUM 

Night Gunner 48K □ £6.95 

Fighter Pilot 48K □ £7.95 

Tomahawk 48K Coming 

TT Racer 48K Soon 

VAT and p. & p. inclusive within UK 
(Overseas inc. 55p. per cassette) 


Total 


Cheques payable to Digital Integration Ltd 
I enclose a cheque/P.O. for. 

Name. 

Address. 

Or debit my Access Account No. 


DIGITAL 
INTEGRATION 

Watchmoor Trade Centre, 
Watchmoor Road, 
Camberley, Surrey 
GU15 3AJ 


Tele Sales 

(0276)684959 


Please send to Digital Integration, Dept CU5 
Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GUI 5 3AJ. 


Trade and Export enquiries 
welcome. Lifetime Guarantee. 


The SUPREME SIMULATION . 

it leaves the rest at the runway threshold! 

SPECTRUM VERSION VOTED 
“Simulation of the year -1984” 

by CRASH MICRO READERS. 





























TRADE ENQUIRIES: ANIROG SOFTWARE LTD UNIT 10 VICTORIA INDUSTRIAL PARK VICTORIA ROAD DARTFORD KENT (0322) 92513/8 
Mail Order: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT SALES HORLEY 02934 6083 Payment by: P.O. - ACCESS - VISA 


Every pilot has 
the dream of 
flying one of 
these unique and 
complex fighting 

machines. Here is your chance to do what few pilots have the 
privilege to try. 

Depending on your skill, confidence and courage, you have the 
choice of remaining near the landing pad, learning to hover 
and land, or venturing higher to practise your approaches. 

When you think you have mastered these, then accelerate the 

Jump Jet into an attack fighter. Use the radar and range finder to seek and destroy the 
enemy, by launching heat-seeking air-to-air missiles. Beware! His radar and missile 
systems are as good as yours. Reckless pursuit is ill-advised: you must maintain a fuel 
level that will enable you to relocate and return to the aircraft carrier, executing the 
skills you have learned to achieve a successful landing. 

You are now ready to proceed to the next skill level to face additional hazards, such as 
unpredictable swell and treacherous cross-winds. 

Be warned, this program is not a toy or game. You will need to co-ordinate your hands 
eyes and mind to successfully complete each mission. Do not hope to achieve in a 
short time that which took the author three years to learn as a Jump Jet pilot, and 
over a year to record on this computer program. 











































